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It's a nasty job ■ ■ ■ but someone 

has to do it. To re activate the abandoned moonbase, 

S.C.OUT must first seek and destroy the alien infestation. The 
base's entire arsenal is at your disposal: bombs, SAMS, force mirrors, 
cannons and even atomics. But first you have to find them — using all the 
ingenuity and strategic powers at your disposal. Then attack! 


But be careful... the enemy has 
some nasty surprises of its own: 
mazes infested with worms, 
viruses, explosives and the sinister 
"Slime". Dazzling graphics and 
driving soundtrack add to the fun 
of your mission. 

But remember, we warned you! 



Check out our other hot new games Cogito and The Tinies! 


A Kalisto game by 


INLINE DESIGN 

308 Main Street 
Lakeville, CT 06039 


To order, visit your local retailer or call: 

1 - 800 - 453-7671 


S.C.OUT is available for IBM compatible (VGA) and Macintosh systems. 



A Fantasy Role-Playing Simulation by D.W. Bradley 


. • CRUSADERS 

of the 

DARK SAVANT 



Welcome to the sequel to Bane of the Cosmic Forge and the only game that could possibly follow its lead. 

It's everything Bane was.. .and more. 

256 Colors • Outdoor Campaigns • Full Musical Score & Sound Effects • Auto Mapping 
True Point & Click Mouse Interface • Unprecedented depth of story 



Ogdensburg Business Center, Suite 2E Ogdensburg, New York 13669 
To order or for a dealer nearest you call 

1 - 800 - 447-1230 
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EDITOR’S NOTES 


One of the first things you no- 
ticed about this issue is our 
special bonus magazine. The 
First Decade of Computer Gaming. 
The story of how the computer 
game market developed from 
little more than a cottage in- 
dustry into a multimillion- 
dollar business is truly amaz- 
ing. Selby Bateman and Lance 
Elko interviewed many of the 
people who have been part of 
this industry since its inception, 
and we think you'll find the 
stories and anecdotes insight- 
ful, funny, and fascinating. 

PC game publishers are 
constantly exploiting high-end 
technology, converting games 
originally released in floppy- 
disk format to CD-ROM to 
provide more animation and 
graphics coupled with digitized 
speech and a CD-quality 
soundtrack. Tom McDonald's 
roundup of CD-ROM conver- 
sions on page 26 can help you 
decide which of these upgraded 
versions are the best values. 


These CD-ROM releases 
are unquestionably beautiful to 
see and hear. Many gamers, 
however, either can't afford 
these new multimedia spec- 
taculars, or lack the hardware 
needed to run them (and don't 
have the bucks for an upgrade) . 
But there are bargains to be 
had, as Jeff Seiken reports on 
page 16. We sent him out on a 
shopping spree with $100 in 
hand, and he returned with 
games that are not only af- 
fordable, but which also run 
great on a 286. 

We enjoy keeping you up 
to date on the latest games, but 
we want your input in order 
for us to cover the topics im- 
portant to you. So please take 
the time to send us your 
thoughts and feelings on the 
current crop of releases and the 
gaming industry in general — 
we really do listen. 

Stephen Poole 
Editor 


NOTE TO SUBSCRIBERS: 

We're moving our annual PC Entertainment Buyer's Guide in order to 
include all of the top games for the holiday season — it will be 
published directly after this issue (Nov/Dec) rather than before it. If 
your subscription label indicates an expiration date of B/G 92 
(Buyer's Guide 1992), your sixth and final issue will actually be this 
one (N/D 92). If, however, your label indicates an expiration date of 
N /D 1 992, you'll be receiving the Buyer's Guide as your sixth and final 
issue. The Buyer's Guide will feature comprehensive coverage of all 
the top games of 1992, plus informative features on sound cards, 
multimedia upgrade kits, and much more. 
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CASINO CRAPS 


READY FOR LETTERS 


Villa Crespo is taking an in- 
novative approach to software 
marketing with its Coffee 
Break Series. By taking mod- 
ules from their acclaimed ca- 
sino simulations — Dr. Wong's 
Jacks+ Video Poker from Stanford 
Wong's Video Poker, for ex- 
ample, and Amarillo Slim's 7- 
Card Stud from Amarillo Slim 
Dealer's Choice — Villa Crespo 
can offer good gaming soft- 
ware at budget rates. In addi- 
tion, the company plans to 
distribute the Coffee Break 
games through new outlets 
such as supermarkets, drug 
stores, and other unconven- 
tional (for software) retail 
shops. 

But the Coffee Break Series 
doesn't consist solely of mod- 
ules of previously released 
titles. Casino Craps is one of 
several titles created specifi- 
cally for the Coffee Break series, 
and while it doesn't have the 
replayability of a top-of-the- 
line Villa Crespo casino simu- 
lation, it's a great way to 
sharpen your dice skills. 

If you don't play or aren't 
interested in craps. Casino 
Craps probably won' t hook you 
on the game: The spartan 
graphics are merely functional 
and sound support (for Sound 



Blaster only) is limited to a 
snippet of digitized casino 
sounds. Of course, you can't 
expect a visual and aural feast 
in a package costing $12.95. 

For players who like craps, 
however. Casino Craps delivers 
a fast-paced game that will get 
you ready for the real thing in 
Las Vegas or Atlantic City. And 
if you've wanted to play craps 
but found the rules too com- 
plicated, Casino Craps' online 
help system can at least get 
you acquainted with the basics. 
I've asked people to explain 
craps to me for years, but it 
was only after playing Casino 
Craps (and won $300!) that I 
knew what was going on. 

Casino Craps won't make 
you feel like you're in a casino, 
but it's a great way to get in 
some bones action — without 
costing you an arm and a leg at 
either the checkout counter or 
a real craps table. 

— Stephen Poole 


Grab a kid from 3 to 5 and 
come visit the Rabbits in their 
cozy house in Hoppy Hollow. 
In this new release from The 
Learning Company, you can 
explore the Music Pond, deco- 
rate a bedroom, play in the 
shower, and even help Grand- 
ma and Grandpa work. 
Whether your youngsters are 
in the mood for free-form play 
or specific goal-based educa- 
tion, the house in Hoppy Hol- 
low is an entertaining place to 
be, full of bright colors, en- 
chanting music, chatty rabbits. 


and interesting locales to ex- 
plore. 

Each of the six activities is 
carefully chosen to fit the 
"happy home" theme as well 
as relate to a specific learning 
skill. There are games where 
you match shapes and objects, 
practice letter recognition, and 
work with words dealing with 
location and comparison such 
as under, over, less, and big- 
ger. And the Rabbit family ac- 
tually talks: help 
Grandma Rabbit 
cook, for example, 
and she asks for each 
ingredient by name, 
by image, and by 
written word. This 
subtle three-fold 
reading reinforce- 
ment is very effec- 
tive. 

Other games 
are equally engaging. A visit 
to the bathroom reveals a room 


with several hot spots (includ- 
ing a toilet that flushes), and 
Reader Rabbit in the tub. Match 
the letter shapes to their names 
(both spoken and written) and 
Reader Rabbit draws pictures 
on the tub wall. And you can 
take a trip to the pond where 
you'll find musical animals 
playing hide and seek. They'll 
gladly perform five different 
tunes in three different ver- 
sions, one instrument at a time. 

For more sophisticated 
youngsters, there's the family 
photo album. Reader Rabbit 
will give you a verbal and 
visual hint about the rela- 
tionships between the 
members of the family and 
the picture (Grandpa has 
the biggest fish, I have less 
ice cream than Grandma, 
and so on). Click the cor- 
rect spot on the picture to 
match the image to the 
phrase, and you're rewarded 
with a lively tune and another 
picture to complete. 

Ready for Letters offers 
great educational value, attrac- 
tively presented and full of 
surprises. It's a warm-hearted 
program sure to appeal to the 
youngest game players in your 
house. 

— Leslie Eiser 
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OPERATION SKYMASTER 


Megafortress was one of the 
surprise hits of 1991, combin- 
ing elements of flight-sims and 
strategy games in one mission- 
oriented package. Stuffed full 
of high-tech weaponry and re- 
lying more on resource man- 
agement than quick joystick 
reflexes, Three-Sixty's game 
offered a new dimension in 
computerized air warfare. 

In the original Mega- 
fortress, you could fly your 
retooled and amazingly 
stealthy Stratofortress through 
test missions in Nevada, Per- 
sian Gulf scenarios, and a mis- 
sion re-creating the final scene 



from Flight of the Old Dog, the 
Dale Brown novel upon which 
the game is based. The first 
mission disk. Operation Sledge- 
hammer, featured two more 
scenarios (Libya and Iran) fea- 
turing 25 more missions. Now, 
Operation SkyMaster offers 
three additional scenarios 
adapted from Dale Brown's 
novel Sky Master. 

As with Operation Sledge- 
hammer, Operation SkyMaster 
focuses on hypothetical sce- 
narios extrapolated from cur- 
rent political situations — the 
Chinese have invaded the 
Philippines and North Korea. 
The American government 
refuses to officially intervene 
in either conflict, so the 
Megafortress is flying alone, 
with its only outside support 
being refueling. 

In the Philippine scenario. 


the Chinese have taken the U.S.'s 
abandoned Clark Air Force 
Base and are making a push to 
take Manila and the rest of the 
island. Eleven missions are 
designed to take out naval 
forces (including new Chinese 
destroyers and frigates), inland 
SAM sights, a key bridge, air- 
fields, and supply depots. The 
first mission is deceptively 
simple: a naval turkey shoot 
made easy with long-range 
SLAMs. With the addition of 
land targets, SAMS, and heavy 
air cover, the missions get in- 
creasingly difficult. 

China is also up to no good 
in North Korea, where they 
are backing Kim Il-Sung in a 
strike against South Korea. All 
this is made particularly sticky 
by North Korea's development 
of ROGAN (Radio Object- 
Guided Airburst Nuclear) 
technology, the final result be- 
ing a new, unstable type of 
fusion device not unlike the 
neutron bomb. Aside from ten 
missions to neutralize North 
Korean land and sea, the 
Megafortress must fly the 
"Dragonslayer Incident" to 
destroy the ROGAN develop- 
ment sights. Even friendly air- 
craft don't know about the 
Dragonslayer mission, so you 
must avoid allied patrols and 
pick up secret weapons in the 
Republic of Russia. New weap- 
ons are limited to the 
Dragonslayer mission. 

The 22 missions are nicely 
diversified land and sea op- 
erations, mixing up the targets 
and opposition enough to keep 
each one interesting. The story 
behind each set of missions is 
well-developed and not im- 
probable, making this a wor- 
thy addition for heavy-bomber 
fans hungry for new targets. 

— T. Liam McDonald 


ON TARGET: MOONLIGHT 
ARTILLERY CHALLENGE 


As the name implies. Villa 
Crespo's "Coffee Break Series" 
offers inexpensive programs 
designed to provide a satisfy- 
ing gaming experience in a 
small window of time. While 
most of the other games in the 
series are modules taken from 
the realistic casino simulations 
Villa Crespo is famous for. On 
Target provides a quick, easy, 
bang-bang contest between 
two entrenched artillery posi- 
tions separated by mountain- 
ous terrain which changes with 
each new game. 

Players take turns lobbing 
shells at one another, trying 
either to score a direct hit or to 
blow up the opponent's gun 
crew. The interface could 
hardly be simpler: set the tra- 
jectory and velocity of your 
shell (don't forget to allow for 


windage), fire the gun, then 
watch the arc of your shell. 
Each player keeps adjusting 
fire until the opponent's gun is 
destroyed, then another round 
begins. 

Each set consists of ten 
rounds — just about perfect 
"coffee break" length indeed 
— with the computer keeping 
a running score. Playing 
against a human opponent is 
decidedly more fun than play- 
ing against the computer; no 
matter how bizarre the terrain 
may be, the computer always 



finds the range by its fourth or 
fifth shot (unless you set the 
machine's skill at the lowest 
level, which is a pretty wimpy 
thing to do). 

Wind is obviously a cru- 
cial factor, and you can play 
with no wind, steady wind, or 
variable wind. Once you've 
gotten the hang of the game, 
try the variable setting for the 
most challenge — the wind 
direction and velocity changes 
randomly on that setting, 
sometimes with every 
round. You can also 
choose whether or not 
to view the flight path of 
your shells; as you might 
expect, it's a lot easier to 
adjust your shots when 
the arcs remain visible. 

Variations of this 
game have been float- 
ing around for years as 
shareware, so many 
readers will already be 
familiar with the concept. Villa 
Crespo hasn't done much to 
dress things up — just added 
color and shading to the 
graphics — so if you already 
have an earlier version. On 
Target will be redundant. 

It's hard to imagine any- 
one getting absorbed in this 
game for hours at a time, but 
when played in the 15- to 20- 
minute sessions it's designed 
for. On Target is surprisingly 
enjoyable. 

— William R. Trotter 





IN THE STEPS OF COLUMBUS 


I n Discovery, you are the 
master explorer and 
adventurer: Set Sail into the 
distance, in search of new 
lands; Explore new worlds ; 
Pirates are everywhere - be 
prepared for sea battles; Create 
Cities -fell trees, build farms, 
forts, warehouses, schools; 
Trade the produce from your 
new world to buy new ships; 
Fight the other nations trying 
to establish their empire. 

In 1492 Columbus discovered 
America - for God, Gold and 
Glory! 

500 years later this is your 
chance to discover a new 
world! 


6 New Worlds to 
Discover 


Piracy - mutiny & 
battles 


Land & Sea combat 


Simple point and 
click interface 


5 competing 
nations 


=d=l 


Animated people develop buildings all 


You will need to fight off pirates and 
more! 


Watch your empire grow. 


by themselves. 


OPERATION: FIGHTING TIGER 
FOR FALCON 3.0 


NEW MATH BLASTER PLUS 
FOR WINDOWS 


Veteran Falcon 3.0 pilots eager 
for a new fight can climb back 
in the cockpit to fly in three 
new campaigns in Spectrum 
HoloByte's Falcon 3.0 Opera- 
tion: Fighting Tiger. 

Building on the sophisti- 
cated, hi-tech play of Falcon 
3.0, the Fighting Tiger expan- 
sion and upgrade disk adds 
three theaters of conflict, new 
weapons, and new missions, 
including anti-ship sorties. 
Beyond these enhancements. 
Fighting Tiger adds political 
factors to sharpen the realism 
and raise the stakes of the 
player's role in the game. 

Depending on the de- 
gree of U.S. involvement 
in the theater, strict rules 
of engagement dictate 
what actions a pilot may 
take — attack, defend, or 
just try to chase away the 
enemy. It's those political 
considerations which 
make the Kurile Islands cam- 
paign in Operation: Fighting 
T iger a thinking player's game. 
Shoot first, and you may esca- 
late the war and fly home to a 
court martial. 

While the basic game is 
otherwise unchanged, veteran 
Falcon pilots will appreciate the 
fine-tuning and enhance- 
ments, along with additional 
weapons, targets and enemy 
aircraft. 

All three hypothetical 
campaigns are plausible sce- 
narios: Japan and Russia squar- 
ing off over the Kurile Islands; 



India and Pakistan battling for 
the Kashmir province; and an 
invasion of South Korea from 
the North. 

Visually, the most wel- 
come enhancement is in the 
night graphics, with a darker 
palette providing the back- 
ground for brilliantly lit air- 
fields, cities, and stars. It's too 
bad night sorties come only 
once a day; the action is a real 
blast. 

A few new commands and 
views also enhance play. Play- 
ers can order wingmen to 


spread out or tighten up in 
formation. Lights on runways 
help guide the pilot on land- 
ing. And the padlock view now 
tracks incoming missiles. 

The scenarios offer a host 
of new missions, giving you 
the chance to attack ships, 
trains, and amphibious and 
airborne units. New opposi- 
tion planes include the MiG- 
31, Mirage 2000, and the UMF, 
an experimental Russian 
fighter. Y ou're also given a new 
plane to fly — the FSX, a Japa- 
nese-modified version of the 
Falcon. 

Operation: Fighting Tiger 
expands and enhances an al- 
ready proven winner. Com- 
puter pilots who've already 
won the skies over Panama, 
Kuwait and Israel in Falcon 3.0 
should get ready to sign up for 
another tour. 

— Lee Buchanan 


With 4 games, 6 levels, and 5 
subjects. New Math Blaster Plus 
for Windows from Davidson 
offers something for students 
from 6 to 12. There are stan- 
dard drills for addition, sub- 
traction, multiplication, and 
division; a section on fractions, 
decimals, and percentages; a 
problem editor; and timed and 
untimed activities to play. 

Rocket Launcher and 
Trash Zapper are drills which 
focus on accuracy, not speed. 
The goal of Rocket Launcher is 
to build a rocket by answering 
problems correctly. Solve 30 
problems and the colorful 
Blastemaut will march to 
his ship and take off. In 
Trash Zapper, you solve 
problems to gain points 
which you spend in the 
space arcade, where 
cleaning up the universe 
is the name of the game. 

Math Blaster, the 
only timed activity, com- 
bines high-speed action 
with standard drill. Start by 
figuring out which of four 
space stations displays the cor- 
rect answer to the given math 
problem, then fly the 
Blastemaut into that station, 
avoiding contact with any of 
the floating objects that fill the 
screen. It's easy to do at the 
lower levels, but increasing 
amounts of space junk at the 
higher levels turns the game 
into a piloting exercise rather 
than a pure math drill. 

Number Recycler, the 




problem solving activity, is the 
most interesting of the bunch. 
Instead of simply covering 
math facts, this game requires 
planning to make a top score. 
Columns of numbers are sepa- 
rated by operands (+,-,* and / 
,and =). The goal is to create 
five correct equations using the 


pieces supplied. Because 
numbers are "zapped" if not 
used in their turn, figuring out 
which pieces are most useful 
has to be done before play be- 
gins. 

As a Windows 3.1-com- 
patible product. New Math 
Blaster Plus has incorporated 
pull-down menus and mouse 
support, and prints certificates 
using Windows printer driv- 
ers. And as a revision of an 
award-winning DOS and 
Macintosh product, no new 
ground is broken. The program 
looks and plays just like its 
earlier versions, but with Win- 
dows all the rage these days 
this highly regarded chestnut 
may reach even more kids in its 
new format. 

— Leslie Eiser 







Hie game is full of sumptuous graphics. 


Your Chance to get your own back! Conquest of Japan gives you 
five cities, each with money to hire armies -it is up to you to buy the 
right soldiers, and direct your armies to conquer Honshu, Japan’s 
main island! In a truly epic production, you are both the 
general, planning campaigns, and the army commander, directing 
troops within each battle. All battles are played out in real time, 
with your soldiers moving into formation in fantastic, colourful 
animation! You can become as involved as you like -from 
watching progress, to instructing individual men if you wish to! 

You can even choose to play each battle in Hi Res (386/25 
machines or better recommended) or faster Low Res. 

FEATURES: 

• Miniature-style war simulation 

• Cities located differently each game 

• Choice of authentic troop formations 

• Simple to play 

• Your chance to conquer Japan!! 


IMPRESSIONS SOFTWARE INC. 7 MELROSE DRIVE FARMINGTON CONNECTICUT 06032. 







GEMFIRE 


TOUR OF DUTY 
DO 335 PFEIL 




Once upon a time, the conti- 
nent of Ishmeria was united 
under the rule of a wise king 
whose powers derived from a 
jewel-studded crown called 
Gemfire. When the crown 
passed to an evil king, it was 
used to oppress the people 
until a princess took the magi- 
cal gems from the crown and 
hid them throughout Ishmeria. 

When this new Koei game 
begins, Ishmeria is divided into 
30 provinces ruled by five 
noble families. Assuming com- 
mand of one of these clans, the 
player must strive to regain 
control of all the gems by con- 
quering or subverting all prov- 
inces under 
control of rival 
clans. Armies 
consist of the 
usual groups 
of archers, in- 
fantry, and 
cavalry, but 
powerful 
monsters, sor- 
cerers, and su- 
pernatural be- 
ings are also 
available at various times and 
places. 

While defending and pre- 
paring to attack, the player 
must also tend to internal de- 
velopment: improving de- 
fenses, developing agriculture 
and trade, sending and receiv- 
ing diplomatic missions, etc. 

If you think this sounds 


similar to virtually 
every other Koei 
strategy game, you're 
right. The Nintendo 
version of Gemfire, 
which preceded this 
PC release by several 
months, holds a cer- 
tain charm for novice 
gamers or precocious 
youngsters. 

But what audience is Koei 
aiming for by releasing this 
game — unchanged from the 
Nintendo version except for 
finer-grained graphics — in the 
PC format? Not that many ten- 
year-olds have computers, and 
adult gamers will find Gemfire 
an insult to their intelligence: 
the role-playing elements are 
superficial, and every single 
battle follows the same basic 
formula. Once you've figured 
out what's what, it's almost 
impossible not to win, and a 
dreary sense of pointlessness 
settles over the whole game. 

Since I began reviewing 
PC games. I've consistently 


found myself enthusiastically 
supporting Koei's products. 
But Gemfire — at best a mildly 
entertaining game on the 
Nintendo — is about as banal 
and trite as a PC game can be. 

— William R. Trotter 


The skies over World War II 
Europe just got a little more 
dangerous with the appear- 
ance of the Do 335 Pfeil, a fast 
and deadly addition to 
Lucas Art's Secret Weapons of 
the Luftwaffe. 

The Do 335 expansion 
module, the fourth for S WOTL, 
brings to life one of the 
Luftwaffe's most radical air- 
craft designs. Two prop en- 
gines — one in the nose and 
the other on the tail — pow- 
ered the Do-335 to a top 
speed of 474 mph, mak- 
ing it the fastest piston- 
engined fighter ever 
built. Not only could the 
Pfeil chase down just 
about anything in the 
skies of WWII, but it also 
had the ability to greet 
the enemy with some im- 
pressive firepower, 
thanks to a pair of 15mm can- 
nons and a 30mm cannon. 

Historians don't think the 
Do 335 actually saw action in 
the war, but the combination 
of speed and firepower would 
have made it a deadly air foe. 
Not surprisingly, that blend 
also makes it a lot of fun for PC 
pilots as well. 

In this simulation, the Do 
335 can take on the role of 
fighter interceptor, bomber es- 
cort, or fighter-bomber. The 
game provides several hypo- 
thetical "historical" missions 
to test the plane's capabilities 
in each role. Custom missions 


allow you to fly 
against the Pfeil in any 
of the Allied aircraft, 
or design missions of 
your own. There's also 
a tour of duty option 
lets you try to stay 
alive for 50 or 60 mis- 
sions. 

Intercepting B-17s is 
where the Do 335 really shines. 
The big cannons really chew 
up the bombers, and the push- 
pull tandem props get you 
away in a hurry. If you're will- 
ing to take a few .50 caliber 
rounds from the B-17's gun- 
ners, the Do 335 can send a 
Hying Fortress down in one 
pass. 

The Pfeil also provides a 
stern test for the U.S. fighters. 
Though not as agile as a P-51 
or as tough as a P-47, the Do 


335' s sheer speed, endurance, 
and lethal firepower make it a 
dangerous opponent. 

One small gripe: It's a 
shame that you can't oppose 
this plane while flying a tour 
of duty in the other aircraft. 
Like the other expansion disks 
for SWOTL, you can only fly 
against the Do 335 in custom 
missions. 

— Lee Buchanan 
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THE DARK HALF 


TRISTAN 


Capstone's latest movie tie-in 
game. The Dark Half, is based 
on the ill-fated George Romero 
film adaptation of Stephen 
King's bestseller. The game 
centers on a mainstream writer 
named Thad Beaumont, who 
also writes gritty suspense no v- 
els under the pseudonym 
George Stark. A sleaze named 
Fred Clawson learns that Beau- 
mont is actually Stark, and 
threatens to let the world know 
unless Beaumont pays up. 

Beaumont makes the an- 
nouncement himself, saying 
that Stark is "dead" and that 
he'll no longer write under that 
name. A mock funeral is held 
for Stark, but he's not too happy 
about being "killed" by Thad. 
A string of violent murders 
ensue, with all the evidence 
pointing to Beaumont as the 
culprit. The goal of the game is 
to prove Thad's innocence. It's 
a good premise, but it's de- 
stroyed by incompetent execu- 
tion. 

For one thing, the graph- 
ics are uninspiring, looking as 
though they were created us- 
ing a 12-color box of Crayolas 
instead of a 256-color palette. 
Though some screens are al- 
most average, the game world 
they create is drab and lifeless. 

The interface — struc- 
tured as a typewriter — pro- 
vides no default action setting. 
To examine everything in a 
scene, for example, you must 
click on "look," then click on 
an object, then back to "look," 




then on another object, and so 
forth. More elements of bad 
design can be seen in Thad's 
living room, where the only 
way to leave is by walking 
"into" a cabinet; a closeup 
screen which has four direc- 
tional arrows that are never 
needed; and the constant rep- 
etition of dialogue options 
which you've already chosen. 

The dialogue tree is de- 
signed in such a way that if 
you don't choose exactly the 
right responses in exactly the 
right order — particularly 
during the frequent police in- 
terrogations — you'll find 
yourself kicked out to DOS 
with your only memory being 
a brief "Game Over" screen. 
The most normal responses are 
often wrong, and will end the 
game. 

In fact, you need to make 
silly choices to get anywhere 
in The Dark Half. From remov- 
ing incriminating evidence 
from a crime scene to lighting 
up crushed cigarette butts to 
help Thad write, the game ac- 
tions lack purpose. All the 
events seem so random, but 
the design dictates that things 
can only be done one way. Miss 
that way — easy to do when 
actions make so little sense — 
and it's curtains. The Dark Half 
punishes logical thinking, and 
is certainly more work than 
pleasure. 

— T. Liam McDonald 


Long before video games, there 
was pinball. Three generations 
of Americans grew up loving 
those garish, hulking, flashing, 
ringing, thumping, glass-en- 
cased behemoths from Bally 
and Gottlieb. They had names 
like "Fireball," "Hula-Hula," 
and "Queen of Diamonds," 
with tantalizing pin-up girls 
painted on their back-glass 
panels. When the playfield ac- 
tion was hot and the flippers 
were goin' your way, playing 
them was almost as good as 
rock and roll. 

Then came Pong, the first 
mega-hit video game, followed 
soon after by Pac Man ; video 


arcades were the rage and pin- 
ball machines languished in 
dusty corners, as out of fashion 
as tail fins on Cadillacs. 

Today, of course, the mi- 
croelectronic technology that 
threatened pinball's extinction 
has brought it back to popular- 
ity. And consider this: 20 years 
ago, only the most affluent 
pinball fans could afford their 
own machine — usually a re- 
conditioned second-hand 
clunker with more miles on it 
than Aunt Maude's Rambler. 
But for the modest price of one 
program, pinball addicts can 
now enjoy Tristan, a simula- 
tion that synthesizes the most 


popular features of those 
Gottlieb, Bally, and Williams 
classics, and presents them in 
clean, bright, super VGA (or 
regular VGA) graphics. 

Tristan has been around 
quite a while for the Macin- 
tosh — indeed, it was one of 
the all-time best-selling enter- 
tainment programs for that 
format. Now it debuts on the 
PC platform, with all of its vir- 
tues intact. The Enter key 
serves as the plunger, the two 
shift keys are used for flippers, 
and you can "nudge" the 
playing field by thumping the 
space bar (don't thump it too 
hard, though — this baby tilts 
just like the real 
thing). The 
mass, weight, 
and inertia of a 
real pinball are 
all simulated 
with gratifying 
realism. All the 
classic pinball 
features are 
here: multiple 
balls, jackpots, 
surprise bo- 
nuses, score 
multipliers — 

you name it. 

Pinball fans will find 
Tristan about as intuitive as 
breathing, but Amtex has in- 
cluded a manual section on 
pinball fundamentals that 
should help turn a novice into 
an expert in short order. In- 
stallation is easy and the 
documentation excellent. 

There are other, fancier, 
pinball simulations on the 
market, but none that captures 
the charm of those Golden Age 
machines with such loving fi- 
delity. Tristan is a delight. 

— William R. Trotter 
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MENTAL MATH GAMES 


TEXAS HOLDEM POKER 
FOR WINDOWS 


This new release is more than a 
drill-and-practice program 
decked out with all the latest 
bells and whistles. It's an out- 
standingly well-orchestrated 
attempt to get kids to practice 
basic arithmetic, and it suc- 
ceeds marvelously. 

At the core of Mental Math 
Games, designed by the 
Waterford Institute and dis- 
tributed by Broderbund, are 
355 levels of addition, multi- 
plication, subtraction, and di- 
vision problems. Each level ad- 
dresses a different skill, with 
minimum requirements for 
both speed and accuracy at 
each level ensuring that stu- 
dents must improve if they 
want to move up. 

But it isn't just the 
many levels of practice, 
the outstanding VGA 
graphics, the incredible 
sound effects, or the ador- 
able animation sequences 
that make Mental Math 
Games extraordinary. The 
overall appeal of this 
product for kids is greater 
than the sum of its parts — 
each of the five games offers 
something unique, some good 
reason to want to go back and 
play it again. 

First, there's The Chal- 
lenge. This "do a little drill, get 
only a tiny bit of the reward" 
game keeps students doing 
problems in an attempt to see 
all of a three-minute animated 
video. This is a really tough job 
— you must meet the mini- 




mums at every level to see the 
very end! 

Interested in arcade ac- 
tion? Math Match has great 
sound effects, while Tip-a- 
Duck offers a carnival flavor. 
For real excitement, try the 
Maze. Deceptively simple at 
the lowest levels, the task in 
this monster of a game is to 
lead a mouse, a spaceship, a 


submarine, and a biplane 
through mazes created by traps 
and treasures. Since movement 
is controlled by constantly 
changing math problems lo- 
cated on direction arrows, 
speed and accuracy are criti- 
cal. Getting to the final reward, 
the Big Cheese, is so tough that 
most adults would find it frus- 
trating. Youngsters just find it 
exhilarating. 

Mental Math Games is en- 
tertaining, intriguing, and edu- 
cational. It offers the sort of 
drill and practice routines that 
youngsters look forward to 
rather than dreading — and 
that's one of the highest com- 
pliments you can pay educa- 
tional software. 

— Leslie E iser 



Card games are perfect for 
Windows. It's easy to hop right 
into a game of solitaire, black- 
jack, or poker, play a few 
hands, then jump back to an- 
other application. 

To date, most card games 
for Windows, however, have 
been pretty simple affairs. 
They look good and they're 
easy enough to play, but many 
are awfully skimpy when it 
comes to strategy. You might 
get a brief rundown on the 
rules, but that's about it. 

Not so with Texas Holdem 
Poker for Windows. Iconwin 
Software Simulations has put 
a lot of care into making its 
Windows card game as com- 
plete as possible, from the 
highly detailed instruction 
manual to the numerous op- 
tions for customizing the game 
to your liking. 

Texas Holdem is similar 
to other varieties of Holdem 
— you try to create the best 
five-card hand using "private" 
cards (the cards you're dealt) 
and community cards. After 
receiving two cards face down, 
there's a betting round, then 
three community cards are laid 
face up in the middle of the 
table. There's another round 
of bets, another card is played 
in the middle, another round 
of bets, followed by the final 
community card and a final 
betting round. 

The instruction manual is 
incredibly thorough and 




serves as a great tutorial, but 
it's hampered by redundancy: 
You might be told four times 
on one page that you shouldn't 
play a bad hand, or that your 
position at the table should 
determine your betting strat- 
egy. It's nice that the strategies 
are explained, but one re- 
minder is enough. 

Once you're familiar with 
this poker variation, you'll 
appreciate all the extra features 
in Texas Holdem. Card backs, 
game speed, and player styles 
are adjustable, and there are 
toggles for antes, house drops 
(a set amount the house re- 
ceives from each pot to cover 
the overhead for the game), 
and hints for the best play. 

But perhaps the most 
useful option is "Duplicate 
Holdem." The computer plays, 
say, ten hands, then you play 
the same ten. If the computer 
wins more than you, it's time 
to study your holdem tech- 
niques. 

The only drawback with 
Texas Holdem is obvious from 
the name: this poker variation 
is all you get. Nevertheless, 
poker fanatics will definitely 
want to add this one to their 
software collection. 

— Stephen Poole 
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the basis of dollars spent 
per hours of enjoyment re- 
ceived, computer games are 
probably one of the best enter- 
tainment buys around. But re- 
gardless of how you rationalize 
the expense, there's no escap- 
ing the fact that new games of- 
ten cost a bundle. Moreover, 
after years of remaining seem- 
ingly impervious to inflation, 
they're growing more expen- 
sive, too. 

The reason for the escala- 
tion in prices is simple. Produc- 
tion costs have ballooned due 
to the larger design teams and 
longer development times 
needed to turn out today's mul- 
timedia extravaganzas. As a 
result, the $40 game is fast go- 
ing the way of the XT com- 
puter. Most new releases now 
fall into the $60 to $80 range, 
and the first title to break the 
$100 barrier can't be very far 
away. 

On top of that, the latest 
crop of games also requires 
more high-powered — and 


FOR A LITTLE 
DOUGH 


JEFF SEIKEN 


hence higher-priced — hard- 
ware than ever. Is it any won- 
der that gamers on a budget are 
beginning to feel like they're 
caught between a rock and a 
hard drive? 

But there is a saving grace: 
the short shelf-life of computer 
games. When sales of a title start 
falling off, it's discounted like 
day-old bread at the supermar- 
ket. The markdowns can be 
substantial, with games that 
once commanded a premium 
price often going for less than 
you might pay for a hint book. 

To give the budget-minded 
among you a better idea of the 
great buys to be had, PC Enter- 
tainment recently dispatched me 
on a bargain-hunting expedi- 
tion down the aisles of the ma- 
jor software chains and through 
the pages of several mail-order 
catalogues. I started off with 
$100 in hand; I returned seven 
games richer and six dollars 
under budget. Here's what I 
was able to bring home with 
that C-note. 
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\/ 7 , Pro Longue Foolhat 

(Micro Sports] 


Some computer games are becoming more and more like cars: 
every year there's a new model available. Such is the case with NFL 
Pro League Football. The 1991 version had been on the market for 
only a matter of months before Micro Sports started unloading 
copies at rock-bottom rates to make way for an enhanced 1992 
edition. I discov- 
ered the game at 
Babbages for $10, 
a whopping $70 
less than its nor- 
mal retail price. (If 
only car dealers 
discounted their 
older models as 
much!) 

Pro League 
Football has earned 
a well-deserved 
reputation as the thinking- 
man's football simulation. 

With 1 98 plays to choose from, 
the game gives you ample op- 
portunity to outsmart your 
opponent at the line of scrim- 
mage. And if you prefer a more 
macro approach to the sport, you can draw up a game plan in 
advance and then relax on the sidelines while the computer zips 
through the contest in quick-play mode. Finally, Pro League Football 
is licensed by the NFL, meaning it comes with the rosters of real 
NFL teams rather than the ersatz players found in many of its 
competitors. 

With the release of the 1992 edition, the 1991 version would 
seem destined for early retirement, but there's still reason to 
consider grabbing a copy. It remains a fine football simulation in its 
own right and, if you're really taken with it, you can always 
upgrade to the new version for an additional $29.95. Even counting 
your original $10 investment, you'll still save $20 off the 1992 
edition's retail price of $59.95. Now that's a bargain any way you 
look at it! 






This war game is startling proof of just how quickly some titles are 
marked for clearance. The ink was barely dry on all of the raves it 
had received in the computer press (it was winner of PC 
Entertainment's War Game of the Year for 1991) when I spotted it at 
Egghead Software with its price slashed to $14.99. 

Designed by 
Chris Crawford, one 
of the grizzled veter- 
ans of the computer 
game industry, Patton 
is his bid to make war 
games palatable to the 
masses. Hence, user- 
friendliness is the or- 
der of the day. As 
much as possible, the 
game tries to convey 
information graphi- 
cally, with multi- 
shaped icons and 
simple displays rather 
than masses of num- 
bers and data. The 
program also throws 
in lots of extras to en- 
rich the gaming expe- 
rience, such as battle 
reports accompanied 
by digitized sound ef- 
fects and authentic 


newsreel footage. 

The tricky thing about trying to create a war game with 
crossover appeal is that you risk satisfying neither camp. Crawford, 
however, avoids this trap. With Patton Strikes Back, he offers the 
casual player a painless introduction to the pleasures of simulation 
gaming. Admittedly, the game may not please the hardcore crowd 
at the opposite end of the continuum who demand realism at any 
price. But for $15, it's hard to feel shortchanged no matter what 
your tastes. 


Sivd ttie Samurai 

(MicroProse) 


A game that seems lackluster at $50 or $60 can take on a whole 
new cast at a lower price: the less your investment, the less of a 
payoff you're willing to demand. And that's exactly why I had 
a much easier time appreciating Sword of the Samurai when I paid 
only $9 for it, courtesy of the mail-order house Chips & Bits (800- 
753-4263). 

Sword of the Samurai follows in the tradition of Pirates, pre- 
senting a mix of arcade, adventure, and battle sequences, all tied 
together with a role-playing thread. However, play proceeds along 
much more rigid lines than Pirates and, in my mind, this is the 
game's undoing. Instead of giving you free rein to pursue your own 
destiny. Sword of the Samurai forces you to adopt an almost passive 
stance, biding your time and awaiting your lord's summons to 
action. Perhaps it re-creates the culture of the samurai warrior a bit 
too well. 

But even if the game doesn't win a permanent place on your 
hard drive, it still delivers plenty of entertainment before its wel- 
come starts to wear thin. The Japanese-style artwork and music 
evoke the Far Eastern flavor of the subject to rich effect, and the 
choreography of the dueling routines is splendid. And when you 
look at in the light of its $9 price. Sword of the Samurai glitters like 
pure gold. 


drove Yardage 

(Activision) 


Because of their steep price tags, PC games aren't usually bought on 
impulse. But for $14.50 — the amount I paid for Grave Yardage 
through the mail order closeout specialist Compsult (805-544-661 6) 
— most people can 
afford to indulge 
themselves a little. 

And this game has in- 
dulgence written all 
over it. 

Its premise is a 
hoot — or perhaps I 
should say a howl! 

Grave Yardage pits an 
assortment of goblins, ghouls, 
and other ghastlies against one 
another in a gridiron grudge 
match that makes the real sport 
of football seem tamer than a 
game of dominoes. Forinstance, 
points are gained not only by 
scoring touchdowns, but also 
by beating opposing players 
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Hell hath no fury like the wrath 
of a woman scorned. 
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senseless. Obviously, subtlety counts for little in Grave Yardage. 

But strategy counts for a lot, and Grave Yardage is surprisingly 
challenging despite its outlandish appearance. As in real football, 
you call various offensive and defensive plays, and make appropri- 
ate substitutions. Each player type from dwarf to zombie is rated in 
seven different categories, and the coach who makes best use of his 
personnel will definitely gain an edge. 

Unfortunately, the EGA graphics don't do justice to the game's 
concept, the animation is choppy, and the program's bleating 
sound effects (there's no sound board support) may have you 
recoiling from your computer in real horror. But Grave Yardage 
executes its ideas with humor and style, a combination of qualities 
desirable in computer games at any price. 


Opera lion Wolf 

(Taito) 


Another $1 4.50 pick-up from Compsult, Operation WoZ/falls into the 
same category of indulgence as Grave Yardage. Ususally I give ar- 
cade games a wide berth, but at this price I was willing to experi- 
ment. Although my experience with Operation Wolf by no means 
made me an arcade fan, I certainly had fun while giving my 
reflexes a thorough workout. 

If you think arcade games are simple-minded affairs. Operation 
Wolf won't exactly alter your opinion. The instructions run, oh, 
about 25 words: Move the joystick to aim, press one button to fire 
your machine gun and the other to launch a grenade. 

The object of Operation Wolf is to rescue civilians held hostage 
by South American terrorists. To win, you have to survive six 
progressively difficult missions. To date, I have yet to make it 
through the third mission, but who cares? In this kind of game, the 
play's the thing. 

What gives Operation Wolf its special kick are the graphics. 
While the landscape scrolls across the screen in standard arcade 
style, the bad guys appear at a wide range of distances from you — 
some are in the background, others are at medium range, and some 
pop up right in your face with their guns blazing. If the true measure 
of an arcade game is its degree of addictiveness, then this one 
should carry a warning from the Surgeon General. After every 
failed mission. Operation Wolf will have you gritting your teeth, 
flexing your fingers, and promising yourself, "just one more round ." 


(rotu of'flre Amerieus 

(SSG) 


This game was ahead of its time. Released in 1989, it appeared far 
too early to cash in on any of the publicity surrounding the 
Columbus quincentennial this year. It also predated SSG's popular 
Warlords and 
thus didn't ben- 
efit from the ex- 
posure the com- 
pany gained with 
that game. In- 
stead, debuting 
with little fanfare. 

Gold of the Ameri- 
cas created a few 
ripples of interest 
and then sank out 
of sight. But, luckily enough, Compsult has located some copies 
and is selling them for $16.50. 

Gold of the Americas centers around the exploration and exploi- 
tation of the New World. Game play spans some three centuries 
divided into 30 ten-year turns, with each player representing a 
major European power trying to carve out a colonial empire. In 
covering such a huge swath of time, the program does a marvelous 
job of repheating the ebb and flow of history. Some countries, such 


as Spain, start off strong and steadily lose vitality, while others, like 
England, don't emerge as major players on the colonial scene until 
a hundred years or more have passed. Colonies that grow particu- 
larly strong and prosperous may even break away from the mother 
country and form an independent nation a la the United States. 

The game itself is relatively uncomplicated and moves swiftly 
despite the large number of turns. The quick and easy pace makes 
Gold of the Americas ideal for players who want a historicahy-minded 
strategy game that's tough to win but not too taxing to play. 



Two r , ' A 


(MasterPlay) 


Most games that turn up in the bargain bin are either once popular 
titles whose heyday has passed or second-rate software that was 
never worth much anyway. But if you search diligently enough, 
you'll occasionally run across an overlooked gem like Star Saga: Two. 

Originally published by MasterPlay, Star Saga had the mis- 
fortune of being distributed by Cinemaware. When Cinemaware 
went under. Star Saga was dragged down with it. But like Gold of the 
Americas, the game has since resurfaced at Compsult, which bought 
out Cinemaware's 
entire inventory. 

The game now re- 
tails for $14.50, but 
quantities are lim- 
ited. 

Star Saga: Two 
is built around a 
game system that is 
at once innovative 
and old-fashioned. 

In many ways, it 
plays like a paper- 
and-pencil role- 
playing game, al- 
beit with the com- 
puter acting as 
moderator. Each 
turn, the computer 
processes your or- 
ders and then refers 
you to one or more 
numbered pas- 
sages in the 14 different booklets included with the game. These 
booklets comprise some 700 pages of text overall, making Star Saga: 
Two in heft (if not in substance) one of the weightiest computer 
games ever published. 

The game accommodates up to six people at a time, as long as 
everyone involved doesn't mind playing musical chairs in front of 
the keyboard. But this isn't as much of a problem as it sounds; you'll 
usually spend the dead-time between turns consulting the booklets 
and then plotting your next move. Also, since players are compet- 
ing more with the game than with each other, kibitzing is perfectly 
acceptable. In fact. Star Saga: Two is about as good a party game as 
you're likely to find in computer format. 

The plot follows classic space-opera lines, replete with a wise- 
cracking computer and mysterious alien menace. However, the 
crisp, colorful prose lifts Star Saga: Two far above other computer 
games in the genre. The quality and sheer quantity of the writing 
combine to give Star Saga: Two the texture of an interactive novel. 
With no sound or graphics to speak of, the game may seem like a 
complete anachronism. But in these days when multimedia is the 
byword. Star Saga: Two serves as the best reminder yet of the 
undiminished power of the printed word. 

GP 

(The price and availability of all games mentioned in 
Hfl this article are subject to change. In most cases, 
supplies are limited.) 
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IBM 256-color VGA 



Live a tale of magic and mystery, 
filled with shocking plot twists 
and multiple endings. 

Embark on a dangerous quest 
that is both role-playing and 
action adventuring. 

Generate a single character and . 
train in specific disciplines of 
magic and martial arts. 

Explore a huge world with forty 
levels of dungeons, and travel to 
mystical alternate dimensions. 
Encounter a great multitude of 
characters and monsters that 
inhabit this enchanted domain. 
Relish the splendidly detailed 
graphics, cinematics, sound 
effects and musical score. 

Glide smoothly through the 
game using the auto-map 
feature and Real-Time Visual 
point-and-click interface. 

Above all, heed the call — 
and revel in the glorious 
excitement of The Summoning: 


•IBM 


•Clue Book 

AVAILABLE 



Overhead view smoothly scrolls 
as you explore 40 levels oj 
dangerous dungeons and mazes. 



Innovative magic system features 
spell casting through use of 
arcane hand gestures. 
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Your character can cany a large 
inventoiy of items, easily accessed 
by the point-and-click lute face. 




TO ORDTR BY V1SA/MC: 

Call 1-800-245-T525 ^in 
USA & Canada). To receive 
SSI's complete product 
catalog, send $1.00 to: SSI. 
675 Almanor Ave.. Suite 
201, Sunnyvale. CA 04086. 

1992 Strategic Simulations. Inc. 
All rights reserved. 





BEHIND THE 

BEHIND THE 

SCENES WITH 

SCENES WITH 

MICHAEL 

MICHAEL 

JORDAN 

JORDAN 

IN FLIGHT 

INFLIGHT 


LANCE ELKO 



A 

II ny product with Michael 
Jordan's name attached is a 
guaranteed success. But most 
savvy PC game players have 
learned from experience that 
the most prestigious license or 
endorsement does not neces- 
sarily make an outstanding 
game. We've all been burned 
by "Big Name, Little Game" 
products. While Michael Jordan 
in Flight is still a couple of 
months away from release, 
what we've seen thus far is an 
ambitious, cutting-edge game 
with all the earmarks of being a 
potential blockbuster. Using a 
variety of advanced software 
development technologies, 
some in unique combination, 
Jordan is blazing a new trail in 
the sports simulation category. 

During a recent trip to 
Electronic Arts, we had a chance 
to see Jordan in the works and to 
get an early look at how the 
game plays. Even at first glance, 
Jordan is impressive. Six digi- 
tized players — one of them 
Jordan — engage in a three-on- 
three game as your viewing 
angle, like the lens of a courtside 
camera, moves fluidly around 
the action, adjusting to provide 
the optimal perspective. 
Againstajet-blackbackground, 
the players perform all the 
moves you'd see in any pro 
game — jump shots, blocks, 
fouls, steals, slams, reverse 
layups, and so on. But Jordan In 
Flight is not an NBA sim. It's 
modeled on a lightly publicized 
but highly organized three-on- 
three hoops tournament that's 


22 




been played around the coun- 
try in recent years. Jordan (who 
has a clause in his Bulls' con- 
tract to permit him to play at 
this level) is on a team based in 
his home state of North Caro- 
lina, competing against squads 
from Detroit, Venice (Califor- 
nia), and other hot spots around 
the country. 


FROM COCKPIT 
TO COURTSIDE 

When designer Mike Suarez 
first conceived of the kind of 
basketball game he wanted 
to do, he imagined an "on 
the court" affair with a TV 
broadcast feel, one with 
video images of real 
hoopsters rather than drawn 
and animated images. 
Suarez decided that a com- 
bination of digitized video 
and the technology used in 
creating industrial flight 
simulators was what he 
needed. Suarez contacted 
Greg Zumwalt, president of 
Tulsa-based ZCT Systems 
Group, a company that de- 
signs software for training 
commercial airline pilots. 
The collaboration resulted in 
a proprietary technology — 
dubbed Video-Sim — that 
EA and ZCT are using in Jordan. 
EA has indicated that they'll 
employ this technology in fu- 
ture games. 

Electronic Arts' first Jor- 
dan game, Jordan vs. Bird: One 
on One, was developed with a 


great deal of design input from 
Michael; in fact, he worked on 
the game with Don Traeger, 
executive producer of In Flight. 
To develop the video footage 
that would be the basis of In 
Flight, Traeger and an EA film 
crew spent days in a Chicago 
studio, filming Jordan running, 
dribbling, shooting, jamming — 
every conceivable aspect of his 
game. For the other players in 
the game, EA filmed a variety 
of college players with a broad 
array of playing styles, body 
shapes, and sizes. 

When it came time to work 
on game design, Traeger and 
company sat down withjordan 
and went through page after 
page of basketball plays. "He 
diagrammed them for us — 
some from the Bulls, some from 
histhree-on-threeexperiences," 


says Traeger, "and it gives the 
play calling in the game a lot 
more depth." Traeger adds that 
there's much more here than a 
celebrity endorsement. EASN 
(Electronic Arts Sports Net- 
work) "uses celebrities as de- 
signers. We use the knowledge 
of the athlete to actually build 
his skills and strategies into the 
game." 


TAKE YOUR PICK 

So Jordan runs around with five 
other guys while your view- 
point shifts to follow the action. 
Sounds great, looks great, but 
how is it as a game? It's too 
early in development for criti- 
cal analysis, but Jordan in Flight 
appears to have a surprisingly 
substantial amount of play 
strength — it's not just a video 
showcase, which it could have 
become. Jordan in Flight has a full 
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tournament that's played ac- 
cording to pro rules — fouls 
and goal-tending count, and the 
computer defense is at its 
toughest. 

When you select to play a 
tournament, the computer con- 
structs the competing teams 
from a 30-player list. Each play- 
er has a unique combination of 
skills. In fact, says Traeger, the 
table of player variables is huge. 
"I think there are more vari- 
ables than have ever been done 
for players in a sports sim," he 
notes. Factors such as vertical 
leap, fatigue, ball-handling, 
speed, shooting percentage, 
endurance, and emotional sta- 
bility (which determines a 
player getting hot or cold) are 
just a few variables in the table. 
Each team has a fourth man 
that can be substituted during 
play — on Jordan's team, you 
call when and for whom he 
comes in. Smart substitutions, 
Traeger notes, can mean the 
difference between success and 
failure. 

If you have trouble in 
Tournament mode, you can go 
back to Practice mode and com- 
pose the teams you want using 
the 30-player table. 

Another game feature is 
the Video Edit 
Lab, where 
you can create 
an instant re- 
play, watch it 
from any cam- 
era angle, se- 
lect the view 
you want, run 
it any speed for 
desired effect, 
and record it as 
part of a se- 
quenced highlight reel. 

Jordan will require a 386 
with VGA graphics. If your 
video card supports hi-res 
VGA, you can run the entire 
game in 640 X 400 resolution. 
You can also play from key- 
board, joystick, or mouse 
(Traeger prefers a mouse). 

When we see the finished 
Jordan in Flight in a few months, 
there's a strong chance that it 
will mark a generational leap 
forward in simulation technol- 
ogy. Electronic Arts is clearly 
trying to cross a new threshold 
with Jordan in Flight, and judg- 
ing from our first look they're 
very, very close. 
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variety of play features and 
game options. 

For starters, you can play 
in either of two modes. Jordan 
mode, in which you control 
Michael, demands a good deal 
of strategy because you not only 
control dribbling, shooting, and 
rebounding, but also deal with 
the more subtle aspects of bas- 
ketball, such as setting picks 
and double-teaming. Ball- 
tracking mode caters more to 
the action-oriented player. 
Here, you control the player 
that has possession of the _ 
ball. The camera switches [. 
automatically to the player I ’ 
with the ball (the view is la 
from behind his back), so E 
you concentrate on more || 
ball-handling and shooting | 
and much less on strategy. | 
Traeger says that, "origi- l§ 
nally we had only Jordan l| 
mode. ..but we started ex- II 
perimenting with the cam- |s 
era pan, and it's such a neat 
feature of the technology that 
we created the ball-tracking 
mode." 

Other play options include 
Fouls, Goal Tending, and Mu- 
sic and Sound (all of which can 
be toggled) and Difficulty level 
(StreetBall,College,orPro).You 
can also set the length of the 
game by number of minutes, 
number of points or buckets, or 
by quarters (five minutes each). 

It's best to learn the game 
in Practice mode after experi- 
menting with a number of the 
variables described above. 
When you think you're com- 
petitive enough, it's time for 
Tournament mode. This is for 
the big boys. You control 
Jordan's team in a double- 
elimination three-on-three 
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The next generation of computer games will be on CD. 
Whether the format is IVIPC, Tandy’s VIS, plain- Jane CD-ROM 
running under DOS, nr whatever, it’s clear that CD technology is 
the next wave. The big question for today’s PC game players, 
though, is what do CD-ROM games offer right now? 



Secret Operations 2 for Wing 
Commander 11 


CD-ROM drive owners already know the answer: enhanced ver- 
sions of disk-based games released in the past year or two. And 
chances are you've already played some, if not many, of these titles. 
If you've added a CD-ROM drive to your PC, or you're about to, 
there are a number of questions you need to ask. Should I buy a CD- 
ROM version of a game I've already played? Should I buy the CD 
or disk version of a game I've never played before? Are 
the CD-version enhancements worth the extra cost? 
Will I be able to play from the CD without annoying 
pauses? WhichCD-ROMgamesprovidethebestvalue? 

Dedicated players with CD-ROM drives are, 
presumably, properly equipped for all the extra 
goodies you get with CD-ROM games. But just to be 
sure, make certain that you have a sound board, 
enough RAM (a minimum of one megabyte), VGA 
display, and a fast-enough microprocessor (at least a 
20-MHz 386 SX). (For MPC games, you'll also need 
Windows 3.1.) 

There are three considerations when judging the value of the 


current crop of CD-ROM 
games: the quality and degree 
of the enhancement (where 
applicable); direct playability 
from the CD; and value for the 
dollar. Disk-to-CD upgrades 
fall roughly into two catego- 
ries: a bundling of earlier disk 
releases (a la Wing Commander 
with The Secret Missions) or 
enhanced versions of indi- 
vidual games. In some cases, 
CD-ROM games offer good 
value — in some cases, not. 
Let's get down to specifics and 
take a look at a dozen or so CD- 
ROM titles based on previously 
released disk games. 

The quality and reputa- 
tion of Origin's Wing Com- 
mander games are beyond re- 
proach. A classic space-com- 
bat simulation within a narra- 
tive framework, the original 
Wing Commander spawned two 
mission disks and a sequel with 
two of its own mission disks as 
well as a speech accessory pack. 
The Wing Commander games. 
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CD-ROM EAMINE 


OR LATER? 


T. LIAM MCDONALD 


Ultima VI 

like many Origin products, are 
big and ambitious — and 
they're memory hogs, chew- 
ing up megabytes of valuable 
hard drive space like they were 
candy. 

Earlier this year. Origin -- 
in conjunction with The Soft- 
ware Toolworks, their CD- 
ROM distributor — created a 
wonderful package. For the 
bargain price of $79.95 (sug- 
gested retail), you can get the 
Wing Commander Deluxe Edi- 
tion, a single CD package that 
includes the original Wing 
Commander, The Secret Mis- 
sions, and The Secret Missions 2. 
Not only is it a great deal (pur- 
chased separately, these three 
disk-based products have a 
suggested retail price of 
$129.95), but it also saves the 
nearly 20 megabytes of hard 
drive space required by the 
disk versions. 

Deluxe Edition can be 
played straight from the CD 
with only a moderate slow- 
down in seek-time during 
scene changes. When played 
with a special boot disk, firing 
is clean and smooth, with no 
jerkiness. Unfortunately, Ori- 
gin games can't yet accommo- 
date the superior page-ex- 
change time afforded with ex- 
tended memory, so if you want 
to play with your regular sys- 
tem configuration, expect a 
herky-jerky response from 
your fighters that makes vic- 
tory tougher than it should be. 

Origin is releasing their 
own CD-ROM version of Wing 
Commander II Deluxe Edition to 
get their feet wet in prepara- 
tion for the long-awaited Strike 
Commander. Bundled with 
Special Operations 1 and 2 and 
the speech pack, this also lists 
for $79.95 (sold separately at 
retail: $159.80). Origin has 
made the leap to CD-ROM 
smoothly, though the usual 
CONFIG.SYS handstands re- 
quired for the latest Origin 
games are also necessary in 


Wing Commander II. Once over this hump, how- 
ever, the game plays just as cleanly as the first, 
perhaps even a little faster. There were some mi- 
nor pauses during the animated sequences be- 
tween missions, but none during flight. 

The Software Toolworks is also distributing 
Wing Commander (without the extras) and Ultima VI 
on one CD, and Wing Commander II ( with the Speech 
accessory but without Special Operations ) with Ultima 
Underworld on another CD. Each CD lists for $79.95, 
a savings of $60 and $80 respectively over the cost of 
separate disk purchases. All in all, these are great 
deals, though Origin could easily have fit the extra 
Wing Commander programs in the Ultima bundles. The first six 
installments in Origin's Ultima series is also available on a single 
CD from The Software Toolworks for $99.95, though it's question- 
able how many gamers are interested in using their CD-ROM drive 
to play games with CGA and EGA graphics. It's nice to be able to 
free up a little room on the hard drive by deleting Ultima Un- 
derworld, and the game play is so smooth off the CD that you 
won't notice any difference except when loading. 

LucasArts has quickly become one of the most respected ad- 
venture game publishers, with several consecutive hits featuring 
their SCUMM adventure gaming engine. Now LucasArts has 
incorporated that highly efficient and user-friendly interface into a 


The Secret of Monkey Island 


true classic. The Secret of Monkey 
Island, for CD-ROM. The 16-color 
graphics of the disk version have 
been replaced with 256-color 
VGA graphics, and the addition 
of an original, reggae-laced 
soundtrack brings this favorite 
up to a technical par with games 
currently being released. The ma- 
jority of CD space, however, is 
dedicated to French, Spanish, 

German, and Italian language 
versions of the game text. No 
speech has been added. With the 
regular disk version listing for 
$34.95 as opposed to the CD-ROM 
for $79.95, the value of this one is 
a bit questionable, but the CD Loom 
version is undeniably a much 
better looking and sounding game than the original. 

Loom, another LucasArts classic, has had a more extensive 
overhaul. Like Monkey Island, the quality of the graphics has been 
upgraded from 16 to 256 colors. But extensive speech has been 
added, along with some new art and animation (mostly closeups 
during dialogue scenes). The quality of the voices is top-flight 
and highly professional: actors — not the development team, the 
receptionist, and someone's Uncle Moe — perform the parts, and 
the amusing banter adds greatly to the game. The combination 


of speech and movement is 
fairly smooth when played 
straight from the CD using a 
standard configuration (no 
boot disks needed here). This 
revamped version is a fairly 
pricey $99.95 for two CDs (the 
second disc contains the 30- 
minute audio drama), while 
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JstConqueror! 


Become the Worl< 


The “Conquered Kingdoms” 
computer game is IBM PC and 
soon to be Amiga compatible. It 
can be obtained through your 
favorite retailer or ordered direct by 
calling: 

1-908-788-2799 

©1992 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 

Amiga is a trademark of Commordore. 


• NINE BEAUTIFUL SCENARIOS. 

• A RANDOM MAP GENERATOR. 

• UTILIZE BASIC HUMAN UNITS, THE 
FANTASY UNITS OR BOTH. 

• 21 LEVELS OF PLAY (STRONG Al). 

• MODEM PLAY. 

• COMPLETE GAME SCORING HISTORY. 

• RICH IN STRATEGY AND TACTICS. 

• SEVERAL FULL CAMPAIGN 
CONQUESTS. 


Plunge into a medieval world to 
conquer Cascatia, an untamed 
land of conquest & glory. Invade 
castles, fly over mountains, and 
use the forest to your advantage 
as you battle across the 
Cascatian Realm, to become the 
reigning king. Just about the 
best strategy and tactics game 
you will ever play. 
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Several dudes 
holistic gaming 


Conquer the world in “Battles 
of Destiny.” Seek out and 
destroy up to three 
opponents in this state of the 
art global conquest 
simulation. It’s simple to play, 
but only a true master will 
reign in “Battles of Destiny.” 


• Challenging Artifical Intelligence 
(9 levels of difficulty) 

• Air, ground and naval combat 

• 22 different units to construct 

• Modem play 

• Over 20 beautiful worlds to conquer 

• Complete player history 

• Dynamic scoring system 

• Campaign play 


The “Battles of Destiny” 
computer game is IBM PC. It 
can be obtained through your 
favorite retailer or ordered direct 
by calling: 

1 - 908 - 788-2799 

© 1992 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 
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Chessmaster 3000 (MPC) 


one of 1 50 classic games and learn from the masters. 

If you're playing a game against the computer and 
ask The Chessmaster to suggest a move, he'll tell it 
to you, and then tell you why he chose that move. 

The disk-based Windows version lists for $59.95, 
while Chessmaster 3000 MPC, with the expanded 
sound, has a suggested retail price of $99.95. 

Software Toolworks recently released 
Chessmaster 3000 MPC Pro, a version which con- 
tains five hours of digitized speech from Grand 
Master Anatoly Karpov on his ten favorite games; 

1,700 additional games in the Game Library; and 
new famous replays between longtime rivals 
Karpov and world champion Gary Kasparov. The 
announcement of the Pro version is somewhat 
puzzling, since it's listed at the same price as the 
standard version. Chessmaster 3000 MPC will likely be phased out 
shortly and replaced with the Pro version. 

Roberta Williams' King's Quest V fantasy adventure from Si- 
erra has been ported to CD-ROM, and its list price of $69.95 matches 
the disk-based version. What you get is a combination DOS/MPC 
version (it installs either way) with spoken dialogue. No other 
enhancements have been made in graphics or game play, so the CD 
version can be judged solely on the quality of the added voices. 
While it's certainly more effective to hear characters speak rather 
than just read what they say, the 
quality of the speech in KQV is hit 
and miss. Unlike LucasArts, Si- 
erra apparently uses staff mem- 
bers to narrate their games, and 
the result is a mixed bag, ranging 
from the capable voices for Gra- 
ham and the wizard Crispin to 
the grating voice of Cedric the 
owl. Overall, the recording qual- 
ity is rather hollow and lacking in 
resonance, making the CD ver- 
sion just good, when it could have 
been great. 

Virgin's Spirit ofExcalibur is 
on par with King's Quest V in au- 
dio quality, though Spirit hits 
more than it misses with decent 
accents, a beefed-up musical score, and somewhat denser record- 
ing quality. Despite the window-dressing. Spirit isn't nearly the game 
that King's Quest V is, and there isn't all that much room for vocal 
support. You can pick up the disk version of Spirit ofExcalibur for 
$29.95 (we were unable to get a list price for the CD-ROM version). 

The Carmen Sandiego series has been around long enough to 
have passed beyond the realm of classic and into its own little 
industry (there's even a TV show derived from the games). That 
makes it especially refreshing to see that rather than resting on its 
laurels, Broderbund is pushing the series even farther. The CD- 
ROM version of Where in the World is Carmen Sandiego?: Deluxe 
Edition is easily the most extensive upgrade game product for CD- 
ROM. Weighing in at a hefty 120 MB (1 14 MB more than the floppy- 
disk Deluxe Edi- 
tion), the CD ver- 
sion offers an addi- 
tional 15 countries, 
almost 100 more 
digitized photo- 
graphs, expanded 
speech and sound 
(including hun- 
dreds of foreign 
language clues), 

1,000 more clues 
with higher diffi- 
culty levels, hun- 
dreds of animated Wherein the World Is Carmen Sandiego?: Deluxe Edition 


sequences, and 150 musical se- 
lections taken straight from the 
Smithsonian Institute's Folk- 
ways collection. The graphics 
are crisp and the animation is 
smooth, but the digitized pho- 
tos suffer from the 16-color for- 
mat. With any luck, they'll move 
on to 256 colors and remedy the 
shortcoming. 

A separate Discography 
program is also included. Us- 
ing an on-screen map of the 
world, you can select any of the 
30 countries featured to access 
credits, get more information 
about the music, or view the 
pictures. Click on an action but- 
ton in the Discography to hear 
an entire musical clip (some- 
times three per country) and 
get some background on the 
meaning of the music, its re- 
cording, and the culture it comes 
from. A sample order form for 
the Folkways collection is also 
included on the disk. In short. 
Where in the World is Carmen 
Sandiego?: Deluxe Edition is the 
best CD upgrade yet produced. 
Broderbund sets no suggested 
retail price for its CD-ROM 
titles, preferring to let the mar- 
ket do it, but Carmen can be 
found in the $60-$80 range. 

There are lots of available 
CD-ROM titles worth a look, 
with more right around the cor- 
ner. If the sound isn't top-notch, 
or the upgrades not quite as 
enhanced as we might have 
liked, remember that CD-ROM 
is a medium in its infancy. Si- 
erra, Dynamix, LucasArts, Ori- 
gin, Software Toolworks, and 
Virgin all have big plans for 
CD-ROM, so in the months 
ahead expect games loaded 
with all the extras you could 
want. 

EP 


the disk version of Loom goes 
for $29.95. 

Another LucasArts hit, the 
World War II flight-sim Secret 
Weapons of the Luftwaffe, is now 
on CD-ROM with all four Tour 
of Duty add-on packages. This 
much high-flying carnage 
would normally set you back 
$189.75, but on CD-ROM it's a 
bargain at $99.95. Four installa- 
tion options allow you to choose 
how much of the game to put 
on your hard drive, from half a 
megabyte to the whole thing. 
Of course, the game runs fastest 
when coming straight from the 
hard drive, but there was only a 
negligible slowdown in the 
setup screens when played di- 
rectly from the CD. Flight con- 
trol was unaffected. 

All LucasArts titles are 
published on CD-ROM by The 
Software Toolworks. Look for 


Secret Weapons of the Luftwaffe 

"talkie" versions of Monkey Is- 
land II: LeChuck's Revenge and 
Indiana Jones and the Fate of 
Atlantis sometime in 1993. 

Besides producing CDs for 
other game publishers. The 
Software Toolworks is also 
busy releasing their own prod- 
ucts on CD, the best and most 
famous being Chessmaster 3000 
MPC. When you're finished 
admiring the gorgeous graph- 
ics and animation of Battle Chess, 
Chessmaster 3000 is, in my opin- 
ion, the chess game to play. It's 
one of the most powerful and 
versatile chess programs on the 
market, and the Windows/ 
MPC version has enough con- 
figurations and options to make 
your head spin. 

The most impressive en- 
hancement in the CD version of 
The Chessmaster is the massive 
speech support. The spoken 
rules, analysis, and notation 
serve as superb learning tools, 
and you can watch a replay of 
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If you thought "Harpoon!* was a masterpiece, 
take a look at our latest work in oils. 



PATRIOT" is more than the most authentic re-creation of 
Desert Storm ever made. PATRIOT " is the definitive land 
warfare simulation for the IBM PC. 

With its initial Battleset " you’ll engage in the “mother 
of all battles” as Coalition forces meet battalion-to-bat- 
talion with the defiant troops of Saddam Hussein. 

Command over 2000 units from either the Coali- 
tion or Iraqi side — the most lethal high-tech arsenal 
of firepower ever to scorch the face of the Earth. 
Stunning 256 color Super VGA graphics capture the 
fury of modem ground warfare as never before. A j 
state-of-the-art database, interface and mapping 

Harpoon and Patriot are registered trademarks of Three-Sixty, Inc. 

All other product and corporate names are trademarks and registered 


PaTRIOT 



system provide authenticity that other wargames can 
only dream of 

And future Battlesets make PATRIOT expandable: 
always combat-ready for future global conflicts. Like 
World War III in Europe or land wars in Asia and 
South America. 

A revolutionary simulation as current as the morn- 
ing headlines. That’s PATRIOT. Butwhat^ 
else would you expect from the 
creators of HARPOON "? 

To order, visit your favorite soft- I 
ware retailer or call 409-776-2187. 
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ALTERNATE LIVES 

THE TWO TOWERS: 

A MASTERPIECE FOR TOLKIEN FANS 

NEIL RANDALL 




were alive 


he'd be aghast at the thought 
of turning The Lord of the Rings 
into a computer game. Adapt- 
ing the trilogy for television 
and movies has, in fact, turned 
out to be disastrous enough, 
and the more recent stage 
version, a form Tolkien would 
have at least partially approved 
of, was good but flawed in sev- 
eral respects. If Tolkien's work 
loses its power on the stage, 
and movies and TV make it an 
even bigger mess, what can a 
computer game accomplish 
beyond denigrating it entirely? 

Quite it bit, as it turns out. 
Interplay Productions, which 
licensed The Lord of the Rings 
from the Tolkien estate, has 
followed The Lord of the Rings , 
Vol. 1, their 1990 release based 
on Tolkien's works, with The 
Two Towers. The game system 
hasn't changed very much 
from the first installment to 
the second, nor has Interplay's 
commitment to making this 
series the best Tolkien adap- 
tation of any kind. If you didn't 


like The Lord of the Rings, Vol. 1 
you probably won't enjoy this 
one either, but Tolkien devo- 
tees have every reason to like 
both. 

Because this series was 
produced to appeal expressly 
to Tolkien fans, many of whom 
have read The Lord of the Rings 
a dozen times or more, the 
design challenges were many. 
First, fans know the ending. In 
fact, many of them know every 
step of the journey undertaken 
by Frodo, Sam, Gandalf, and 
the rest. They know all the 
characters in the novel, both 
major and minor, and they 
know that the entire plot hinges 
on the near-certainty of final 
failure. And they know Tol- 
kien's mastery at shifting focus 
from one group of characters 
to another, leaving first one 
then the next in a desperate 
situation. 

Interplay clearly under- 
stood this, for The Two Towers 
takes Tolkien squarely to heart 
even more than did The Lord of 
the Rings, Vol. 1 . Like the novel, 
the game begins with three 
groups of characters, then 
shifts focus among these 
groups. In a certain sense, the 
game improves on the novel's 
chronology, because the quests 
of all three groups are inter- 
twined even more closely than 
they are in the book. 

The novel, for example, 
begins by tracing the journey 


of Aragorn (the future king), 
Legolas (the elf), and Gimli (the 
dwarf). At an appropriate nail- 
biting moment, the action 
shifts to the two young hobbits. 
Merry and Pippin, as they es- 
cape from a band of ores and 
find their way into the myste- 
rious forest called Fangorn. 
Then it's back to the Aragorn 
group, then the Pippin duo, 
and so on until the end of the 
book's first half. After that, we 
learn the story of the other 
hobbits, Frodo and Sam, as 
they make their treacherous 
way to the land of Mordor. 
This half of the book merely 
refers to the other groups; it 
does not take us back to them. 

The game begins with the 
Aragorn group, then, at a 
cliffhanging moment, switches 
to the Pippin plot. At another 
cliffhanger, we get Frodo and 


Sam trying to pick their way 
through the Dead Marshes. 
Then it's back to Aragorn, then 
Pippin, then to Frodo, and so 
on. If anything, this technique 
improves on the novel's cre- 
ation of suspense because we 
know what each group is do- 
ing at each point in the story, 
and we keep returning to them 
just when we might have for- 
gotten them. It's an effective 
method, and shows the effort 
that went into meeting the 
challenge of adhering to the 
novel. 

A greater challenge, 
though, was giving the player 
something interesting to do 
without changing a plot that, 
for many readers, simply 
mustn't be changed. In the 
novel, Frodo tries to find his 
way into the land of Mordor to 
destroy the evil, controlling 
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HOME VIDEO GAMES JUST GOT 
OUTRAGEOUSLY BETTER! 

Thrilling 'Reflex Controls' take game play to a new level 



One of the first Super-Controllers 
thafs compatible with Nintendo! 
Super NES7 Sega 8 bit and Sega” 
Genesis." Kid designed, tested 
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A Sturdy steel construction 
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A No batteries 

A Comes with game cables 
for 8 and 16 bit systems 
A Cable storage buitt in 
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Ring, while the other members 
of the fellowship try to find a 
way to help him from afar. 
Frodo meets up with the piti- 
ful creature Gollum, while two 
other hobbits encounter the 
ancient and unforgettable Ents. 
Gandalf the Wizard tries to 
rouse a once-great king into 
action, while Aragorn the 
Ranger begins to fulfill his life- 
long destiny. These things 
happen in the novel, and it 
would be unspeakable to leave 
them out of the game — and 
they're not. These events hap- 
pen in the game almost exactly 
as they happen in the novel. 

Almost exactly, that is, but 
not quite. And it's the "not 
quite" that makes this product 
a game, rather 
than just a slavish 
re-enactment of 
the novel. The 
major events of 
the book are com- 
pletely in place, 
but the designers 
of The Two Towers 
have introduced a 
series of minor 
events. In doing 
so they have taken a risk, of 
course, because to a Tolkien 
purist any addition is suspect. 
But these new occurrences are 
completely Tolkienesque in 
nature, and practically all them 
are either hinted at in the tril- 
ogy itself or in another of 
Tolkien's works. 

In the book, for instance, 
Frodo crosses the Dead 
Marshes. But since it's pretty 
well impossible to re-create the 
horror that we feel with Frodo 
in the book, the game moves 
from the Marshes to other 
events or "sub-quests." Frodo 
must lift the curse from a 
trapped group of spirits, then 
free the spirits from torture at 
the hands of a necromancer. 
He can even come away from 
the Marshes with an elven 
warrior who's joined him for 
part of the remaining journey. 

The plots surrounding the 
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other characters are similarly 
enhanced. Aragorn and his 
companions meet up with the 
Riders of Rohan on the plain, 
as in the book, but from here 
they must help a recently 
devastated village, at one point 
even participating in a very 
Anglo-Saxonian were-gild 
(Rohan is based on Anglo- 
Saxon England). Merry and 
Pippin meet up with Treebeard 
the Ent, but rather than just 
rouse him to action then look 
on as Treebeard does the same 
to the rest of the Ents, they 
must wander through Fangorn 
Forest to find a couple other 
Ents and bring word back to 
the Ent council. Again, none of 
these events take place in the 
novel, but some are hinted at, 
and all of them are valid. 

These sub-quests accom- 
plish three things. First, they 
make The Two Towers an en- 
grossing game without alter- 
ing the extremely familiar plot. 
Because they maintain the feel 
and the content of Tolkien's 
works, they demonstrate the 
designers' respect for' the 
original. Finally, they keep the 
game from becoming a parody 
of the novel. There's no way 
for a computer game to portray 
the personalities of the novel's 
characters, nor can a game 
capture the power of those 
characters interacting with the 
myth in which they find 
themselves moving. If the 
game tried to do either, it 
would quickly have become 
embarrassing. 

The game system is 
largely unchanged from The 
Lord of the Rings, Vol. 1 . Both 
graphics and sound have been 
improved over the first install- 


ment, and an auto-mapping 
feature has been added, but 
other than that it's very simi- 
lar. You're presented with an 
overhead view as you move 
the characters across the land- 
scape via keyboard or mouse. 
Using skills remains a little 
clumsier than it should be, but 
casting spells is easier than in 
most fantasy RPGs (magic is 
far less powerful, though). 
Combat offers few options and 
little variety, but unlike many 
FRPs combat is not the focus of 
this game. In fact, you can work 
your way through much of the 
game without fighting at all, a 
very welcome change from the 
standard hack 'n' slash fare. 

So if you don't fight much, 
and you don't cast many spells, 
what exactly do you do in this 
game? Exploration is the by- 
word here, especially when 
you enter Middle Earth. Play- 
ers who have never read 
Tolkien probably won't enjoy 
The Two Towers ; the whole 
point of this series is to dem- 
onstrate that The Lord of the 
Rings can be translated faith- 
fully to a computer game. But 
I'd like to go on record as stat- 
ing that The Two Towers is the 
finest achievement to date in 
PC fantasy role-playing. I'm a 
huge Tolkien fan, and The Two 
Towers does about all I could 
ask for in a fantasy RPG. It 
steers clear of the "kill a mon- 
ster, take the gold" cliches so 
common in computer FRPs, 
and that alone is worthy of 
considerable note. 
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Tate a Coffee Break! 



The Coffee Break Series" 

COMPUTER GAMES 

for IBM PC & Compatibles 
from Villa Crespo 

1725 McGovern Street • Highland Park, IL 60035 • 708-433-0500 


FUN TO PLAY by yourself or with friends. 

ENTERTAINING play for minutes or hours. Addictive! 
EASY TO USE play from diskette or hard disk. 
GREAT GRAPHICS supports most graphics formats. 

AFFORDABLE ...but high quality! 

DUAL PACKED 5.25" plus 3.5" disks. 
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DESKTOP GENERAL 

AT LAST — THEY SAIL AGAIN! 

WILLIAM R. TROTTER 



O ne of the 

abiding 
fascina- 
tions (and 
beguiling 
contradictions) of military his- 
tory is that so many of the de- 
vices and artifacts that men 
have designed over the centu- 
ries in the grisly business of 
killing other men are, in an 
oddly compelling way, rather 
magnificent to look at. Suits of 
armor, castles, certain marks 
of firearms, certain types of 
combat aircraft. ..even the 
monstrous concrete fortresses 
of the Maginot Line possessed 
a cubistic beauty all their own. 

But for me, nothing em- 
bodies the essence of sheer 
power, combined with majesty 
of line and form, like the World 
War II-era battleships. 
Even in grainy old 
newsreels, their size, 
the elegance of their 
design, the massive- 
ness of their presence as 
they seem to push the 
sea out of their way, 
still comes across 
thrillingly. 

Millions of people re- 
sponded to the capital ships of 
that era with similar feelings 
of awe — which is exactly why 



governments used them as the 
spear-tip of any high-profile 
projection of power. If you lis- 
ten to the awed comments of 
the thousands of visitors who 
tour the USS North Carolina or 
any of the other handful of 
battleships preserved as mu- 
seums, you'll realize that 
people still react to these great 
ships with strong emotion. 

And yet, when you stop 
to think about it, no one has 
ever made a truly convincing 
commercial film about battle- 
ships. Even 30 years ago, when 
a lot of them were still in com- 
mission, no film company 
could afford to do more than 
hitch a ride during fleet ma- 
neuvers; for combat footage, it 
was back to the newsreels or 
off to the big model tanks in 
the studio. 

It would seem, then, that 
fleet engagements on the scale 
of Tsushima, Jutland, the Bis- 
marck saga, or the epic slug- 
fests that occurred in the 
Solomons would be ideally 
suited for computer simula- 
tion. And yet, until now, the 
only really classic PC game de- 
voted to big-gun ships was 
Commander Alan Zimm's 
Action Stations! It featured a 
mind-boggling data base in- 


corporating every major war- 
ship built between 1922 and 
1945, and allowed the player 
to set up some fabulous might- 
have-been engagements (such 
as an all-out clash between the 
full might of the Italian Navy 
and the British Mediterranean 



Fleet), but the graphics were 
too spartan (symbols on a ra- 
dar screen) for the game to have 
mass appeal. 

While naval warfare buffs 
have been gnashing their teeth 
in frustration, the major game 
companies have made collosal 
strides in the realism and you- 
are-there versimilitude of aerial 
simulations. Only with the re- 
lease of MicroProse's Silent 
Service II a few years back did 
the technology come of age that 
would allow naval simulations 
to have both the authenticity 
of Commander Zimm's home- 
workshop masterpiece along 
with the sort of war-movie 
graphic blandishments that 
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so much out of it 


We could tell you 
the superb graphics 
into Falcon 3.0™ 
incredibly real F-16 
And the sensational 
that delivers everything 
from Instant Action arcade 
excitement to plotting 
own Red Flag trainin 
to engaging in a different 


“Be excited. Falcon 3-0 
makes other efforts in this 
genre seem like test runs 
for the real thing." 


STRATEGY PLUS EDITORS 


“The most complete and 
accurate jet fighter 
simulation to be found 
this side of a security 
clearance. Period." 


But we couldn’t say it half as 


RICHARD SHEFFIELD, 
COMPUTE 


well as the critics have said 


ii Liuik .lithe high marks 
they’ve given Falcon 3 0. 


“The visuals during flight are 
awesome.” jim douglas, ace 


“The most appealing 
aspect is the realism. 
This is as true to life as 
I’ve seen on a computer.” 

COMPUTER GAME 
REVIEW EDITORS 


"If you aren ’/ in the armed 
services-and maybe even 
if you are- this is as close 
as you can come to flying 
the Falcon." 

PETEROLAFSON, COMPUTE 


“The graphics are stunning 
the sound is incredible and 
the game play is a rush. 


DAVID ETHEL, VIDEO GAMES & 
COMPUTER ENTERTAINMENT 


“It 's not so much a game 
system as it is a way of life ” 

EVAN BROOKS, 

COMPUTER GAMING WORLD 


“Realistic, contoured terrain. 
Your view from the cockpit is 
the best in the flight simulator 
world. And Falcon’s user 
interface is slick and easy 

tO USe ” PC GAMES EDITORS 


For Visa/MasterCard orders cal! 

24 hours a day, 7 days a week: 

1 -800-695-GAME (Orders Only). 

For technical questions and availability call: 
1-510-522-1164 (M-F: 9am-5pm PST) 


Now Falcon 3.0 
takes you places you’ve 
never flown before. 
Operation: Fighting Tiger™ 
takes you on action-packed 
missions in three new Asian 
campaigns. Fly your F-16 to Korea, 
to the Pakistan/India border, 
to Japan and the disputed Kurile 
Islands, where you can also fly the 
advanced FSX, Japan’s newly modified F-16. 
Operation: Fighting Tiger requires Falcon 3.0 


pectrum HoloByte 


Spectrum HoloByte, Inc. 2490 Mariner Square Loop, Alameda, CA 94501 

Operation: Fighting Tiger and Falcon 3.0 are trademarks and Spectrum HoloByte is a registered trademark of Spectrum HoloByte. Inc. 
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could be savored in Chuck 
Yeager's Air Combat or Aces of 
the Pacific. 

As a naval-history buff 
and long-time battleship nut, 
I've been buttonholing game 
designers for years at CES and 
boring them with diatribes 
about the potential visual 
magnificence of naval battles 
on the PC: Imagine all those 
massive waterspouts! Search- 
light beams! Star shells! Explo- 
sions on the scale of the one 
that happened when the Bis- 
marck dropped a thousand-to- 
one shot down the smokestack 
of the HMS Hood! 

I don't flatter myself that 
my raving had anything to do 
with it, but it looks like 1992 is, 
at long last, going to be the 
Year of the Battleship. After 
all, just about every aircraft that 
ever flew in combat is now 
represented by a simulation, 
so the turn to naval subjects is 
only natural. 

MicroProse is in the final 
stages of its recreation of the 
epic surface battles around 
Guadalcanal ( TaskForce : 1942), 
and RAW Entertainment is 
promising Fleet Commander, 
clothing all of Alan Zimm's 
magnificent data in state-of- 
the-art VGA graphics. Control 
of the Seas, a WW II South Pa- 
cific naval simulation from 



Interstel, is also expected to 
ship soon. But SSI has beaten 
everyone to the punch by 
sending me a beta copy of Great 
Naval Battles : North Atlantic. 

A full-fledged review will 
have to wait until later, for this 
preview version landed on my 
hard drive only two days be- 
fore the absolute last-ditch 
deadline for this column, and 
many of the final touches are 
not yet in place. Norhavelhad 
the time to do more than get 
my toes wet in the more ad- 
vanced levels of play. 

But I can report this much 
at least: graphically, this is the 
most beautiful war game SSI 
has ever produced — a major 
breakthrough that has been 
accomplished without the 
slightest compromise in the 


passing overhead, and hear the 
thunder of the main battery. 

Strategically, SSI has got- 
ten it right air power is in the 
game, of course, but the first 
three years of the North Atlan- 
tic struggle were dominated 
by a large British surface fleet 
(stretched thin, and with most 
of its few carriers desperately 
needed in the Mediterranean) 
against the smaller but techni- 
cally superior Kriegsmarine. 
The Germans keep trying to 
get their pocket battleships into 
the convoy lanes; the British 
must stop them before the 
havoc they can wreak, in con- 
junction with the growing U- 
boat menace, spells disaster. 

Having tasted some of the 
splendors of this game — a 
duel to the death between the 



historical accuracy which has 
long been a hallmark of SSI's 
war games. 

The sweep and majesty of 
capital ship combat on the high 
seas has been captured. 
Whether you elect to view the 
action from the Captain's van- 
tage point on the bridge or from 
the fire control officer's view- 
point at the range-finder for 
either the main battery or the 
secondary armament, all the 
visual elements are terrific. Y ou 
see the enemy ship rippling 
with flame as it fires, clusters 
of shells ranging on their tar- 
get and throwing up mighty 
plumes of water, the sudden 
flare and spewing debris of a 
direct hit. You'll feel the shud- 
der of a near-miss on your own 
ship, draw back at the freight- 
train roar of 15-inch shells 


Bismarck and the mighty Prince 
of Wales, a power-versus-agil- 
ity contest between the Rodney 
and the Gneisenau, and a 
splendid re-creation of the 
Battle of the River Platt be- 
tween the Graf Spee and three 
gutsy British cruisers — I can- 
not wait to explore its deeper, 
larger aspects. 

If the other, soon-to-arrive 
naval games equal this one, 
then fans of naval warfare have 
a veritable admiral's banquet 
in store for them. 

The era of great warships 
has finally come to PC gam- 
ing, and it gives promise of 
being everything I had ever 
longed for. 

EP 
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THE LEARNING GAME 


TIME RIDERS AND ZOO KEEPER: 

AT THE HEAD OF THE CLASS 

LESLIE EISER 



Time Riders in American History 


I t's hard to resist super 
graphics, knockout 
sound, and dynamite 
game play, especially 
when they're topped 
with a giant helping of 
clear-cut educational 
content. And that's exactly 
what you'll find in two super- 
lative new programs. Time 
Riders in American History and 
Zoo Keeper. Both games prove 
that education doesn't have to 
be boring, and that exciting 
games don't have to be mind- 
less entertainment! 

Time Riders in American 
History from The Learning 
Company is part movie script, 
part American History lesson, 
and all fun. It's a great way to 
brush up on the lives of some 
very important Americans, as 
well as discover what life was 
like between 1492 and 1905. 

The Benefactor, mysteri- 
ous head of the Time Riders, 
has gotten you. Josh, Amanda, 
and KAT (an automated pussy- 
cat that doubles as a Knowl- 
edge Access Terminal) to- 
gether to help thwart the das- 



Time Riders 


tardly plans of the frightening 
Dr. Dread. Your team's goal is 
to unscramble historical head- 
lines — to find out Who did 
What, and Where and When 
they did it. Unlike the classic 
Carmen Sandiego series, all the 
information needed is in- 
cluded in the program — there 
are over 2,300 clues about 145 
historical events and 114 fa- 
mous Americans, from Gen- 
eral Custer to Sojourner Truth. 

To access all this informa- 
tion, you use the hi-tech equip- 
ment furnished by the Bene- 
factor: a hand-held Communi- 
cator, the TimeLine Machine 
in Amanda's room, the Geofax 
Machine in Josh's care, the 
Biodata Machine, and the ho- 
lographic Time Tube. You'll 
also get help from Josh and 
Amanda in the form of increas- 
ingly cryptic hints as you move 
up in expertise. 

Each game starts with 
Dread's DNN broadcast of 
some ridiculous manipulation 
ofhistory — he'd like the world 
better if "B.B. Dread Becomes 
First Woman to Practice on U.S. 
Supreme Basketball Court" or 
"Stormin' Norman Dread 
Leads Alamo Capture in Op- 
eration Alamo" were true. 
Your job is to correct his mis- 
takes and perform a data up- 
link with his news satellite be- 
fore time runs out. 

Start off by working with 
the TimeLine Machine in 


Amanda's room. Use her ad- 
vice and the occasional hint to 
narrow down the possible date 
using a modified binary search 
— first pick the era, then the 
period, and finally the year. 
(You'll know you're right 
when Amanda offers her con- 
gratulations.) Next it's on to 
Josh's room and the Geofax 
machine. Josh's hints will di- 
rect you to the right location, 
provided you can find the 
source of the Missouri River 
when the map shows the west 
coast, or happen to know 
where the Great Lakes are in 
relation to the Appalachian 
Mountains. 



Time Riders 


Now that you know 
Where and When, it's time to 
figure out Who. Send KAT into 
the past using the Time Tube. 
The four hologram "inter- 
views" she brings back con- 
tain information about the era, 
as well as hints to the identity 
of the person in the headline. 
Use these hints, along with the 
Biodata's short bios of impor- 
tant people living during the 
target period, to eliminate pos- 
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Zoo Keeper 


sibilities. Read up on 
the remaining people, 
select the best match, 
and perform the up- 
link with Dread's sat- 
ellite. If all your work 
has been done prop- 
erly, Dread will react 
to your invasion, first 
by getting mad and 
then by getting even. 

As you correct more 
and more headlines, 
you'll discover just 
how far Dread is will- 
ing to go to mangle 
history, but don't get 
scared off by D weasel's rats 
and Dread's dirty tricks. The 
Benefactor is betting on you 
and the Time Riders to beat Dr. 
Dread in the end. 

Zoo Keeper from Davidson 
is very different from Time Rid- 
ers, but just as gorgeous. Like 
Time Riders, its sound effects 
and visual goodies make the 
game appealing, and the out- 
standing educational content 
makes it worth taking the time 
to play. 

Zoo World needs your 
help to release a series of en- 
dangered creatures back into 
the wild. As a starting Whale 
Washer or Cage Cleaner, your 
job is to learn enough about 
each animal in the zoo to make 
its cage habitable. This in itself 



Zoo Keeper 


is tough enough, but trouble- 
makers like Greedy Gert, Brain 
Drain, Stir Crazy, and the 
Meaniac make your job even 
more difficult. These pests con- 
stantly trash the cages of the 
animals, and in each new level 
it takes more and more experi- 
ence to keep the zoo tidy. Suc- 
ceed in locking up all the 
troublemakers on the loose in 
a single round, and an endan- 
gered creature will be released 
into the wild. Keep up the good 
work and you'll get a promo- 
tion, a plaque on the wall in 
Zoo Central, and the chance to 
do it again at a higher level. 

Each time you start a new 


round, one of the troublemak- 
ers gives you a visual tip on 
which animal he last visited. 
Use the zoo map to pick out 
the area that animal lives in — 
desert, mountain, oceans and 
rivers, rainforest, grasslands, 
polar regions, or forest and 
woodlands. 

Each area has 
its own zoo 
sounds, with 
tracks leading 
to the various 
cages labeled 
with animal 
names. Once 
there, you can 
admire the 
magnificent 
digitized backgrounds, and 
check out the damage. 

If Greedy Gert and Brain 
Drain have visited, the food, 
plant, temperature, and hu- 
midity settings will have been 
affected; Stir Crazy and the 
Meaniac just like to leave gar- 
bage lying around. Fortunately, 
Ronnie the Robot is always 
ready to offer advice. He's a 
veritable storehouse of infor- 
mation about the habitat of ev- 
ery animal in the zoo — what 
kind of temperature range each 
prefers, the level of humidity 
each usually likes, and what 
kind of food each enjoys the 
most. Use his information to 
check the settings and put the 
correct food and plants into the 
cages. Your reward will be an 
animated graphic of the animal 
against the digitized backdrop. 
Appropriate animal sounds and 
a closeup view through the bin- 
oculars (a marvelously detailed 
still image) are also available. 

What makes Zoo Keeper 
educational is the absolutely 
incredible amount of informa- 
tion provided. There are 51 
different animals (40 of which 


are endangered) cov- 
ered in astonishing 
detail for a program 
aimed at young play- 
ers. To become Head 
Zoo Keeper, you have 
to learn all about each 
animal — not that hard 
to accomplish, but it's 
lots of fun and you get 
to see a healthy assort- 
ment of beautiful ani- 
mals and scenery. 

The amount of digi- 
tized art involved, the 
effective overlay of 
computer graphics on 
scenic backgrounds, and the 
extensive use of sound is ex- 
traordinary. Even the occa- 
sional memorials to extinct 
animals are tastefully done. 
Subtly included in the appro- 
priate section of the zoo are 
signposted but empty cages for 
animals like the 
Shamanu, the 
Atlas Bear, or 
the Syrian On- 
ager. Young- 
sters who hap- 
pen on these 
sections get a 
chance to read 
about these 
animals and to 
ponder, even if 
only briefly, their passing. 

Educational entertain- 
ment software has been im- 
proving at an amazing rate 
over the past several years, in- 
corporating all the aural and 
visual enhancements that adult 
players expect in first-rate 
games, making it easier than 
ever for kids to become en- 
grossed in the learning game. 
If your kids think education 
and fun are mutually exclu- 
sive, one look at Timer Riders 
and Zoo Keeper should change 
their minds. 
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Zoo Keeper 


REVIEWS 


DARKLANDS 


BERNARD YEE 


M ention MicroProse, 
and the first things that come to 
mind are first-rate simulations 
and unique, innovative strategy 
games. Civilization, F- 19 Stealth 
Fighter, Railroad Tycoon, Silent 
Service II — all evince a level of 
creativity and attention to de- 
tail that's helped make Micro- 
Prose one of the biggest names 
in PC entertainment software. 

But one category Micro- 
Prose had never explored was 
fantasy role-playing — until 
now. With the release of 
Darklands, MicroProse has 
pulled off a surprising coup by 
introducing something new to 
a genre full of cliches. There are 
plenty of fantasy role-playing 
games (RPGs) on the market, 
but many of them are technical 
refinements of earlier game de- 
signs based primarily on Dun- 
geons & Dragons; only a very 
few games have blazed new, 
substantially innovative trails. 

Darklands is definitely a 



One of the first ways to increase your fame and reputation is by dealing out street 
justice to thieves, rogues, and other miscreants. 
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Don't head out into the countryside until you've accumulated experience — you 
may not return. 
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You venture out 
on a variety of 
small quests in 
Darklands, in- 
cluding "espion- 
age" missions to 
steal documents. 


fresh approach to fantasy role- 
playing, and requires a little 
more patience than most of its 
peers. That's due in part to its 
complexity, along with the fact 
that you've never played any- 
thing like it. But Darklands is a 
captivating game, steeped in 


history and atmosphere, and 
well worth the effort. 

The game comes on eleven 
5.25" disks and takes up a siz- 
able chunk — 17.5 megs — of 
your hard drive, with much of 
this space undoubtedly being 
used to store some of the rich 
graphic images which give 
Darklands the feel of a period 
piece. Medieval Germany was 
a vast and mysterious place, 
where life could be nasty, 
brutish, and short unless you 
were well-armed, and Dark- 
lands conveys this sense won- 
derfully. 

While other companies try 
to inject bits and pieces of re- 
alism into their fantasy RPGs, 
MicroProse decided to go them 


one better, placing Darklands in 
a historically "accurate" time. 
Darklands is based not so much 
on Lord of the Rings (the literary 
inspiration of almost all fantasy 
RPGs, whether on paper or PC) 
but on mythology and history 
textbooks. Darklands takes place 
in medieval Germany: not what 
it actually was, but what its 
citizens — with all their super- 
stitions, religious beliefs, and 
folklore — perceived it to be. 

Gone are the spell points, 
scrolls, and +5 pipe cleaners 
fantasy RPG fans are so accus- 
tomed to; get ready to become 
familiar with saints, alchemy, 
and yes, even Satan. Dragons 
and Satan's minions are the 
nasties you'll encounter in 
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Pilot 42,000 tons of steel 
with big guns blazing! 






W hen you want 
an advanced 
simulator 
with real power, play 
GREAT NAVAL BATTLES": 

North Atlantic 1939-43. 

Its state-of-the-art 
graphics and animation 

put you on the bridge of the great German or British battle- 
ships and cruisers of World War II. 

Choose the CAPTAIN’S VIEW and steer majestic ships like 
the HMS Hood: go to full power and watch the action 

on the screen as 42,000 
tons of steel respond to 
your command. Listen 
as dramatic sound 
effects re-create the 
roar of guns as you fire 
them. Watch the shells 
splash in the distance 
or explode on target. 

See the flash of 
enemy guns and feel your 
ship vibrate as she’s hit. 
Take command even 
through the toughest 
North Atlantic storms! 

You can also watch 
the action from 

the FLEET VIEW, an eagle’s-eye look of the individual 
ships of a task force, or the GRAND ADMIRAL VIEW, 
a strategic display of your entire navy and all visible 
enemy vessels on a map of the North Atlantic. 

Fight the entire campaign, mini-campaigns or 
individual battles as the British navy seeks to protect 

her transport 
ships from German 
predators. All the action 
happens in real time or 
you can compress the 
scale. There's even an 
instant replay feature. 
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This advanced simulator 
also boasts the dedicated attention to historical 
accuracy and detail for which SSI is renowned: extensive 
online ship data and specifications; detailed damage report by 
deck; even stunning cinematics 
to heighten the historical drama. 


GREAT NAVAL BATTLES. 
Awesome simulator . 
Incredible simulation. 


TO ORDER: Visit your retailer or call 
1-800-245-4525 (in USA & Canada) 
with VISA or MC. 

To receive SSI's complete product 
catalog, send $1.00 to: SSI, 675 Almanor 
Ave., Suite 201 , Sunnyvale, CA 94086. 


STRATEGIC SIMULATIONS. INC; 
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Darklands, a world where pre- 
Reformation Catholicism 
manifests itself in hagiolatry — 
the veneration of saints. 

Certain saints have mysti- 
cal qualities ascribed to them, 
and your characters can try to 
invoke the saint for his or her 
special power. And resurrec- 
tion exists only for believers 
come the judgment day — once 
dead, your characters stay 
dead. So don't develop a deep 
attachment to your characters, 
and always be prepared to toast 
a fallen comrade at the Inn be- 
fore rolling up a new one. 

Character creation is a 
complex, detailed affair, remi- 
niscent of the MegaTraveller 
system but not as ponderous. 
Not only can you choose nick- 
names and sex ( Darklands is 
more egalitarian than medieval 
Germany), but also social caste 
and skills from a long list of 
possibilities. The usual traits 



like intelligence and charisma 
are present, along with new 
attributes like divine favor. 
There's a default party that is 
fairly well-balanced for the 
impatient gamer, but a savvy 
Darklands player will take the 
time to read the educational 
and informative documenta- 
tion and create a new party, 
concentrating on certain skills 
that will come in handy. 

Unlike other fantasy RPGs, 
there are no levels, per se; your 
party won't include a 200-hit- 
point paladin by the end of the 


You have the op- 
portunity to ex- 
plore many towns 
as you journey 
throughout med- 
ieval Germany. 
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Although the names may be different, the villages you enter in Darklands tend to 
look very similar. 


game. Your skills (including 
combat) will increase, and you 
will be a more formidable 
fighter; but as the manual aptly 
points out even a lowly thief 
might be able to strike a lucky, 
devastating blow against your 
hero. This unique feature 
means that in contrast to many 
games, you won't be slavishly 
protective of your 20th-level 
ranger. It also means you'll be 
less likely to return to a saved 
game just to recover a potent 
character; after all, you can just 
as easily save his or her equip- 
ment, return to an inn, and roll 
up a younger, effective charac- 
ter right away. More realism, 
less reliance on saved games — 
an example of excellent game 
design. 

Your goals in Darklands are 
unclear, reflecting the non- 
linear nature of the game. There 
is a super-evil being to defeat, 
but that isn't even hinted at in 
the beginning of the game. Y our 
first steps are to roam the back 
alleyways of the city at night, 
hunting for thieves and bandits 
to improve your local reputa- 
tion. As your fame increases. 


you may be asked to embark 
on some quests for local figures 
— resist this temptation until 
you are strong, since the pay- 
offs are relatively low. Prowl- 
ing the countryside is more 
likely to get some results, what 
with all the witches and Satanic 
cults out there. 

There's some slow going 
at the of beginning of Darklands 
because it can take some time 
for your characters to be as- 
signed quests, some of the more 
lucrative involving over- 
throwing oppressive lords who 
have armed retainers. But you 
don't have to go anywhere first; 
wander where you feel strong 
enough to go. Darklands en- 
courages exploration, but don't 
let the wonderment of your 
adventuring lure you into for- 
getting the passage of time: Y ou 
will need to remember, for in- 
stance, the dates and places for 
witches' Sabbats so you can 
wreck the party (i.e., slaughter 
the evildoers). 

Darkland' s graphics, while 
not jaw-dropping, do a nice job 
of setting the appropriate 
mood. There are some stun- 
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Against All Odds 



You Can Still 



To TAKE ON TODAY’S HEAVY ARTILLERY, YOU NEED ALL THE HELP YOU CAN GET ENTER THE GRAVIS PC GAMEPAD,” 
THE TURBO-FIRE GAMEPAD THAT REALLY CREAMS THE COMPETITION. WITH BOTH RIGHT- AND LEFT-HANDED 

control. Support for four independent buttons, a removable joystick Advanced 

HANDLE. AND EASY TO CONNECT TO ANY IBM-TYPE PC GAME PORT. SO GET M 

YOUR HANDS ON A GRAVIS PC GAMEPAD." AND GET EVEN ONCE AND FOR ALL. IIt Iv 


Manufacturer's suggested retail price, $29.95. TM trademark of Advanced Gravis. Phone (604) 431-5020. 


REVIEWS 




m 

IHBTje. 'bciYicli't-solciiefs fcovtly siov to btav yov.T 
words, ibtYi surge forward again, trying, "Gold, or 
tslood!" Unfortunately, it seems tljat Ib^y're 
seeking tjotlj. "you \javz no eljoiee fcut to f igljt. 


Bandits and robbers aren't found only in town — and the ones you meet in the 
wilderness are often much deadlier than their citified counterparts. 


ning still images of medieval 
cities, with spires and squares 
rendered in different palettes 
depending on the time of day. 
The isometric perspective only 
appears when your characters 
are in combat or exploring 
caverns or the like; the focus in 
Darklands is clearly not on 
spelunking. The sound effects 
are sparse but effective, and the 



the main streets, skulk around 
in side alleys, or head toward 
the monastery, church,or other 
sections of town. This menu 
system also presents the vari- 
ous options unique to a par- 
ticular situation, such as 
sneaking into locked offices or 
evading the town guard. The 
many context-sensitive options 
make this menu system sur- 
prisingly unconfining. 

The magic system in 
Darklands is based on two ele- 
ments: alchemy and religion. 
Using the catalytic Philos- 
opher's Stone, alchemists are 
able to mix certain potions with 
magical effects. As in the Ultima 
series, alchemists must always 
be on the lookout for various 
reagents that are essential in 
preparing their wizardly con- 
coctions. Though potions are 
necessary for survival, you 


don't need to include a charac- 
ter in your party with alchemi- 
cal skills; just make sure you 
can afford to buy these potions 
from the alchemists who sell 
their wares. 

Alchemists, pharmacists, 
and physicians all sell the 
components to alchemical for- 
mulae, but no potion can be 
created without the mythical 
Philosopher's Stone. (For a 
hefty fee, you can upgrade the 
quality of your stone with a city 
alchemist.) Alchemists are a 
brooding, haughty lot, so be 
persistent — they may turn you 
away day after day before they 
are even willing to trade for- 
mulae, the cheapest and best 
way to increase your "spell- 
book." Once potions are made, 
they can be imbibed or other- 
wise used for their salutary ef- 
fects; thrown in combat to dis- 
orient, maim, and even kill foes; 
they can even distract by- 
standers so you can make your 
getaway. 

Your other recourse to 
"magic" is to call upon saintly 
intervention. Your characters 
need to pay visits to the various 
monasteries to learn about 
saints, and it's not cheap. As 
you accumulate divine favor, 
you can try and invoke the 
saint's name in certain delicate 
situations. If you're lucky (and 


One of the best 
ways to accumu- 
late money is to sell 
the loot you take 
from vanquished 
enemies. 


atmospheric music is notewor- 
thy. 

The exceptional combat 
system deserves special praise. 
Combat takes place in real time, 
but poses none of the usual 
hassles found in other real-time 
combat systems (such as the 
one used in Eye of the Beholder). 
You give orders to your party 
and watch them carry out your 
commands, and pause the 
combat with a click of the mouse 
to give new orders. 

You use a series of menus 
to travel around the city where 
you begin your adventure. At 
any location, you can choose 
from options to travel down 
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Foes aren't limited to dastardly humans. This supernatural forest creature is 
difficult to defeat. 
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CHIPS & BITS INC GAME SOFTWARE 


CALL 800 753 GAME 


IBM WARGAMES 


IBM WARGAMES 


IBM STRATEGY 


IBM STRATEGY 


IBM ADVENTURE 


IBM ADVENTURE 

IBM SPORTS 


IBM SPORTS 


Action North Atlantic 

$26 

Pacific Storm Midway 

$36 

Breach 2 Scenario Disk $15 

SimCity Terrain Editor 

$15 

Indy Jones Fate Atlantis $38 

Where Europe CSD 

$30 

4D Boxing 

$17 

LH Utility Disks 

$16 

Action off River Plate 

$26 

Pacific Storm Solomons $36 

Buzz Aldrin Race to Spc$42 

SimEarth DOS/WIN 

$41 

Jack the Ripper 

$38 

Where USA CSD 

$30 

4th & Inches 

$ 6 

Links Golf 

$29 

Action Stations 

$29 

Panzer Battles 

$22 

Carrier Command 

$ 9 

Star Control 

$29 

King’s Quest 1 Enhncd 

$34 

Where World CSD 

$27 

ABC Boxing 

$32 

Links Golf WIN 

$39 

Action Stations Scenario$14 

Patriot 

$44 

Castles 

$36 

Star Control 2 

$37 

King’s Quest 4 

$34 

WherWrld CSD Dlx CD $64 

ABC Mon Night 

$34 

Links Course 1 -7 Ea 

$17 

Air Raid Pearl Harbour $26 

Patriot Editor 

$27 

Castles Disk 1 

$19 

Starfleet 1 

$17 

King’s Quest 5 vga 

$39 

Where Time CSD 

$30 

All American College Fb$36 

Links 386 Pro 

$42 

Amer Civil War 1 - 3 Ea 

$22 

Patton Strikes Back 

$27 

Castles 2 

$36 

Starfleet 2 

$38 

King's Quest 5 WIN CD $42 

Wierd Dreams 

$12 

All Star Sports Pak 

$34 

Links 386 Course Disks 

$20 

Battle of the Atlantic 

$36 

Prelude to Jutland 

$26 

Civilization 

$39 

Strategic Forces 

$19 

King's Quest 6 vga 

$45 

Wonderland 

$19 

APBA Baseball 

$28 

Low Blow 

$12 

Battle of Austerlitz 

$12 

Red Lightning 

$12 

Civilization Master Ed. 

$45 

Sword of Aragon 

$28 

KGB 

$19 

Zak McKracken w/HB 

$18 

APBA General Manager $29 

Madden Football 

$17 

Battles of Napoleon 

$24 

Return to the Falklands 

$28 

Command HQ 

$19 

Task Force 1942 

$39 

LA Law 

$34 

Zeliards 

$15 

APBA Micro Manager 

$32 

Madden TD89&90 

$18 

Battleship Bismark 

$26 

Rising Sun 

$26 

Conquered Kingdoms 

$36 

Theatre of War 

$32 

Lane Mastodon 

$ 9 

Zombie 

$12 

APBA Stat Master 

$29 

Madden Football 2 

$32 



Battle Tank Barbarosa $36 
Battle Tank Kursk $39 
Blitzkrieg Ardennes $24 
Borodino $30 

Bravo Romeo Delta $34 
Campaign $29 

Carriers at War $39 
Carrier Strike $42 

Charge Light Brigade $34 
Civil War SSI $42 

Conflict: Korea $36 

Conflict: Middle East $36 
Conflict in Vietnam $12 
Decision at Gettysburg $29 
Dreadnoughts $42 

Dreadnoughts: Bismark $29 
Dreadnoughts: Ironclads $29 
Fall Gelb $36 

Fifth Eskadra $36 

Fire Brigade $34 

Fleet Commander $39 
Fleet Med $36 

German Raider Atlantis $26 
Gettysburg:TurningPnt $36 
Golan Front $36 

Grand Fleet $36 

Great Naval Battles $45 
Grey Seas, Grey Skies $36 
Halls of Montezuma $24 
Harpoon $25 

Harpoon Set 2 or 3 $19 

Harpoon Set 4 $24 

Harpoon Editor $27 

Harpoon Challenger Pak$42 
Harpoon Chllngr Pak SE$49 
Harpoon Designr Series $32 
High Command $39 
In Harms Way $36 

Kampfgruppe $37 

Kriegsmarine $39 

Kursk Campaign $36 
Line in the Sand $27 


LEGIONSOF 

KRELLA 


Rommel at El Alamein $36 
Rommel at Gazala $36 
Rommel North Africa $24 
Rorke’s Drift $34 

Second Front $36 

Seventh Fleet $36 

Spoils of War $39 

Stalingrad Campaign $36 
Storm Across Europe $12 
Third Reich $27 

To The Rhine $36 

Typhoon of Steel $12 


Conquest of Japan 
Control of the Seas 
Crisis in the Kremlin 
Dark Seed 
Dark Star 
Diplomacy 
Discvry Steps Columbs 
DRAGON Force 
Dune 

Empire Deluxe 
FireTeam 2200 
FireTeam Const Kit 
Fort Apache 
Gemfire 
Genghis Khan 
Global Conquest 
Global Effect 
Gold of the Americas $19 
Inindo 

Koshan Conspiracy 
Legions of Krella 
Lemmings 1 or 2 



IBM TRADITIONAL 


3D Pool 


$12 


$37 Theatre Sets 
$32 Traders 
$38 Utopia 
$32 Viking Fields of Conqst $37 


Lemmings Data Disk $19 Visions of Aftermath $12 

L’Empereur $37 Warlords $24 

Liberty or Death $37 Warlords 2 $42 

Lost Admiral $24 Worlds at War $24 

Lost Admiral Scenario $23 IBM ADVENTURE 
Lost Admiral Enhanced $38 Advnts Willie Beamish $34 

Medieval Lords $14 Advnts Willie Beamish 2 $39 


3 in 1 Players Pack $15 
Acquire $15 

Amarillo Slim Poker $12 
Backgammon WIN $19 
Battle Chess 1 or 2 $29 

Battle Chess 4000 $36 

Blackjack DOS/WIN $16 
Bridge 7 $31 

Bridgemaster $29 | 

Capstone CD Collection $45 
Centerfold Squares $21 
Chessmaster3000 $32 
Chess Net WIN $19 

Chess X Collossus $17 

Clue Master Detective $15 
Dealers Choice Poker $29 
Ewd OThorpe Blackjack$12 
Electric Jigsaw $12 

Femmes Fatale $26 
Femme Fatale DD 1-3 $18 
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TASICI-'OltCI: 


SURFACE NAVAL ACTION IN TXE SOUTH PACIFIC 


'TASK FORCE 
1942’ gives you a| 
chance tocommand 

a fleet of destroy- 
ers, cruisers, and 
battleships against I 
aggressive enemy 
forces in the South 
Pacific. Features! 
night combat, realis- 
tic weather condi- 
tions, blinding ex- 
plosions, flares, tor- 
pedoes, ability to 
send orders to ships 
& convoys, and 
VGA graphics. $39 


Mega Lo Mania 


$31 


{ feripfres^ 


In 'LURE OF THE | 
TEMPTRESS' you 

must find your way 
out of the tempt- 
ress Selena's dun- 
geons and save a 
young princess. 
Features a com- 1 
plex game world | 
with over 60 
screens, charac- 
ters that walk| 
around objects & 
each other auto- 
matically, mouse I 
interface, VGA, and 
sound support. $37 


$34 


Altered Destiny 
Amazon $39 

An American Tail $26 
Castle of Dr Brain $29 
Castle of Dr Brain 2 $29 

Castle Wolfenstein 3D $37 
Coaster $32 

Code Name: Iceman $15 
CodeName : Iceman 2 $39 
Colonel Bequest $15 
Conquests of Camelot $1 5 
Conquests of Longbow $39 
Conspiracy Deadlock $34 
Countdown $37 

Covert Action $29 


Crime Does Not Pay $29 


Crime Wave 


$37 


Laura Bow 2 $39 

Leather Goddesses 2 $42 

Legend of Kyrandia $35 
Leisure Suit Lrry 1 vga $17 
Leisure Suit Lrry 2, 3or5 $34 Game Maker 
Leisure Suit Lrry Bundle $39 GO Master 5 Dlx 
Loom $19 

Lost in LA $37 

Lst Files Sherlock Hlms $38 
Lost Treasures Infocom $42 
Lost Treasures lnfocom2$32 
Magnetic Scrolls Bundle $24 
Manhunter NY 
Manhunter SF 
Martian Memorandum $37 
Mean Streets $37 

Mixed Up Mthr Goose $29 
Mixed Up Fairy Tales $29 
Oregon Trail $28 

Out of this World $36 
Plan 9 from Outer Space$31 
Police Quest 1 $24 

Police Quest 2 or 3 $34 

Prince of Persia $25 
Rex Nebular Cos Gen B $39 
Riftwar Legacy $39 

Rise of the Dragon $34 
Rocketeer $32 


$109 

GO Master 5 Dlx WIN $109 
GO Joseki Genius $39 
GO Master 5 DOS/WIN $39 
GO Tactical Wizard $39 
Grand Slam Bridge $17 
Grand Slam Bridge 2 $32 


APBA Wizard $29 

APBA 1908 - 91 Ea $21 

APBA Basketball $28 

APBA Bowling $19 

APBA Football $49 

Basketball Challenge $28 

B ball Ch. 1987- 88 Ea $13 

B ball Ch. 1989- 90 Ea $17 

Cycles Grand Prix $28 

Days of Thunder $24 

Fast Break $ 6 

Front Page Football $39 


Cruise for a Corpse $34 Search for the King $24 



Magic Johnson Fst Brk $ 6 
Mario Andretti Racing $17 
ML Basbll 4 USA Today $31 
ML World Series Disks $17 
MLTD 1982 -1990 Ea $17 
ML All Stars $17 

ML Franchise Disks Ea $20 
ML Basketball $28 

ML Personal Pro Golf $28 
ML Football Deluxe $39 
ML Football 2 $39 

Michael Jordan Fit Sim $44 
Microsoft Golf WIN $39 
Mike Ditka Football $32 
Mini Putt $ 9 

NASCAR Challenge $31 


NFL Challenge 
NFL 1984- 1987 Ea $15 

NFL 1988- 1991 Ea $22 

NFL Preseason Disk $22 

NFL All Star Teams $22 

NFL College Alumni $22 

NFL Dream Teams $20 

NFL Greatest Teams $22 

NFL Roster Editor $20 

NFL Situation Editor $20 

NFL Challenge $59 

NFL Football $31 

NFL Proleague Football $19 


$60 


UMS 2 

$19 

Mercenaries 

$38 

Dark Half 

$36 

Seed Monky Islnd 2 

$38 

Home Alone 2 

$26 

Games Winter Chllng 

$34 

Nicklaus SE Clip Art 

$24 

UMS 2 Civil War 

$24 

Merchant Colony 

$34 

Deja Vu 2 Lost in LV 

$12 

Sex Olympics 

$24 

Hong Kong Mahjong 

$32 

Grand Prix Circuit 

$17 

Nicklaus Greatest 18 

$27 

UMS 2 Desert Storm 

$24 

Microcosm 

$32 

Demon's Gate 

$36 

Sex Vixens from Space 

$12 

Hoyle’s Games 1 or 2 

$21 

Greens 

$34 

Nicklaus Unlimited Golf $27 

UMS 2 Planet Editor 

$28 

Monarch 

$38 

Die Hard 

$28 

Sierra Adventure Bundle$39 

Hoyle’s Games 3 or 4 

$29 

Gretsky Hockey 2 

$34 

NG Clip Art 

$17 

V for Victory 

$44 

New World Order 

$38 

Don't Go Alone 

$ 6 

Shogun 

$12 

Jeopardy 1 or 2 

$10 

Gretsky League 

$26 

NG Course 1 - 5 

$15 

Velikiye Luki 

$37 

Nobunaga 1 

$37 

Earthrise 

$ 9 

Space Quest 2 

$15 

Jigsaw Pinups 

$24 

Hardball 2 

$28 

Over the Net Volleyball $24 

Victory at Sea 

$37 

Nobunaga2 

$37 

East v West:Berlin ’48 

$ 9 

Space Quest 3 

$34 

Lexicross 

$24 

Hardball 3 

$34 

Pete Rose Baseball 

$ 9 

War in the Falklands 

$26 

Nuclear War 

$12 

Eco Quest 1 

$34 

Space Quest 4 or 5 

$39 

Monopoly 

$24 

Hole in One Mini Golf 

$12 

PGA Tour Golf 

$32 

Warship Changed Hist 

$26 

Objection 

$34 

Felony 

$ 6 

Space Quest Bundle 

$39 

Omar Sharif on Bridge 

$37 

Hole in One Course Disk$ 7 

PGA Tour Golf WIN 

$38 

Waterloo 

$12 

Objection Enh 

$89 

Free DC 

$24 

Spacward Ho! 

$38 

PenthouseJigsaw 

$24 

Indianapolis 500 

$17 

PGA Tour Golf Disk 1 

$17 

Western Front 

$36 

Operation Combat 

$12 

Future Wars 

$12 

Spellcasting 101 

$19 

Pictionary 

$19 

International Sports Ch $29 

PGA Tour Golf Ltd Edt $45 

White Death 

$24 

Overlord 

$24 

Gateway 

$36 

Spellcasting 201 

$36 

Pinball WIN 

$29 

J Conners Pro Tennis 

$32 

Playmaker Football 

$29 


- 

SSSfe'iv-" t 


'LEGIONS OF 
KRELLA' is an- 
other in the Star 
Fleet series of 
space strategy 
simulations. You 
command more 
than 100 legions of 
battle hardened 
Krellan warriors in 


and troop trans- 
ports . Features 
real time combat, 
state-of-the-art 
graphics animation 
and sound. $38 


Pacific Theater of Oper $42 
Paladin 2 $34 

Perfect General $38 

Perfect General Disk 2 $23 
Perfect General 2 
Populous 
Populous 2 
Power Monger 
PowerMongerWWI 
QQP Bundle 
Railroad Tycoon 
Rampart 
Reach for the Stars 3 
Realms 
Red Zone 
Renegade Legion lntrcpt$12 
Revolution 76 $29 

Rider of Rohan $19 



Prime Time Hits 1 or 2 $25 
Risk $24 

Risk WIN 
Sargon 4 or 5 
Scrabble Deluxe 
Shanghai 2 
Solitaire Royale 
Solitaires Journey 
Sorry 
Stratego 
Strip Poker 3 
Strip Poker Data 1-6 Ea 




| 'DREADNOUGHTS' 

a WWI surface 
leet battle simula- 
tor. It recreates the 
look, specificatons, 
and tactics of fleet 
combat. Features 
3D views, compre- 
hensive manuals 
and sea charts, a 
potent English com- 
mand parser, one or 
two player mode 
and computer con- 
trolled ships, gun- 
nery and damage 
|control. $42 


MacArthur’s War 

$29 

IBM STRATEGY 


RoboSport WIN 

$37 

Godfather 

$32 

Spirit of Excaliber CD 

$24 

Trump Castle 2 

$24 

Joe Montana Football 

$31 

Pro Football Analyst 

$24 

Main Bttle Tank C Grm $36 

A Train 

$42 

Romanc3Kngdm1or2 $42 

Gold Rush 

$15 

Startrek 5 

$12 

Trump Castle 3 

$34 

John Elway's QB 

$ 6 

Pro League Baseball 

$36 

Main Bttle Tank N Grm 

$36 

Air Bucks 

$34 

Rules of Engagement 

$37 

Grail Quest 

$27 

Startrek 25th Aniversry $36 

Video Poker by Masque $12 

Lakers v Celtics 

$17 

Road to the Final Four 

$37 

Main Bttle Tank ME 

$36 

Ancient Art War at Sea 

$29 

Rules of Engagement 2 $38 

Hare Raising Havoc 

$32 

Star Trek Next Generatn$46 

Video Poker DOS/WIN 

$34 

LH 3 in 1 Football 

$36 

Reel Fish’n 

$12 

Malta Storm 

$36 

Armada 2525 

$32 

Second Conflict WIN 

$34 

Harley Davidson 

$12 

Time Quest 

$19 

Waynes World 

$26 

LH Boxing 

$36 

Serve & Volley 

$12 

Man of War 

$36 

Bandit Kings of China 

$37 

Seven Cities Gold 2 

$38 

Heart of China 

$34 

Train 

$ 6 

Welltris 

$21 

LH College Basketball 

$36 

Skate or Die 

$15 

Mare Nostrum 

$26 

Battle Isle 

$32 

Siege 

$38 

Heimdall 

$19 

Uninvited 

$9 

Wheel of Fortune 1-3 Ea$10 

LH Full Count Baseball 

$36 

Sport of Kings 

$15 

Marianas Turkey Shoot $28 

Battle Isle Scenario 

$22 

Sim Ant 

$37 

Hook 

$32 

Universe 1 -3 Ea 

$34 

Wheel of Fortune Gold 

$15 

LH Hockey 

$36 

Super Car Pack 

$37 

Midway 

$26 

Battles of Destiny 

$38 

SimCity 

$29 

Hostage 

$ 9 

Walker 

$32 

Wordtris 

$27 

LH Pro Basketball 

$36 

Team Suzuki 

$15 

Northern Fleet 

$36 

Big Business 

$24 

SimCity for Windows 

$37 

HUMANS 

$24 

War in Middle Earth 

$15 

Wrld Chmp Backgammn $24 

LH Team Disks 

$16 

Tennis Cup 

$32 

Operation Overlord 

$36 

Breach 2 Enhanced 

$19 

SimCity Graphic 1 or 2 

$23 

Indy Jones LCrsd vga 

$27 

Where Amrcas Pst CSD $37 

Wrld Chmp Cribbage 

$24 

LH League Leaders 

$16 

Tie Break Tennis 

$14 




IBM AMIGA MACINTOSH GAMES AND HINT BOOKS FOR LESS 









Jet Fighter 2 Missn Disk $19 


Team Yankee 2 


'COASTER' gives 
I you the power of a 
CAD program to 
design and experi- 
ence the wild, 
stomach-churning 
coaster of yourfan- 
I tasies. Build with 
easy to use point 
and click interface 
using loops, cor- 
ners, hills, straight- 
aways, and cork 
screws. Then ex- 
perience the ride 
with in first person 
point of view. $32 


In 'UTOPIA' you 
decide whether to 
spend funds build- 
ing solar panels 
and life support 
structures or a se- 
curity HQ and war 
machines. Fea- 
tures 10 indepen- 
dent alien races to 
defend against, 3D 
isometric com- 
mand views, over- 
head maps of fuel, 
predeposits, radar 
data, and enemy 
movements. $31 


LucasArts Adventure $1 6 
Lucas Arts Air Combat $16 
Magic Candle 1 or 2 $10 

Manhunter NY or SF $10 
Maniac Mansion $10 

Martian Dreams $13 

Matrix Cubed $10 

Might & Magic 1 $10 

Might & Magic 2 $12 

Mights Magic 3 $16 

Mights Magic 4 $16 


IBM SPORTS 

TKO Boxing $ 6 

Tom Landry Football $29 
Tony LaRussa Basebll $19 
T LaR Fantasy Managr $15 
T LaRussa Stadiums $1 5 
TLaRTeams1901-68 $15 
Weaver Baseball 2.0 $17 

Weaver Commisnr 2.0 $16 
World Circuit $34 

World Class Soccer $28 


HINT BOOKS 

Advnturs Willy Beamish $10 


Altered Destiny $10 

A Train $16 

Bard’s Tale 1 - 3 Ea $10 

Buck Rogers 1 or 2 $10 

Castle of Dr Brain $10 

Champions of Krynn $1 0 

Civilization $16 

Code Name Iceman $1 0 


Colonel Bequest 1 or 2 $10 
Conquests of Camelot $1 0 
Conquests of Longbow $10 
Curse of Azure Bonds $1 0 
Dark Queen of Krynn $1 0 

Death Knights of Krynn $10 


Dragon Wars $10 

Drakkhen $10 

Dynamix Great War Pin $16 
Elvira 1 or 2 $10 

Eye of Beholder 1 $10 

Eye of Beholder 2 $12 

Fountain of Dreams $10 
Free DC $10 

Gateway Savage Frntr $10 
Global Conquest w/disk $21 
Gunship2000 $16 

Hard Nova $10 

Harpoon Battlebook $16 
Heart of China $10 
Hero’s Quest 1 - 3 Ea $10 
Immortal $10 

Indy Jones LstCrsade $10 
Indy Jones Fate Atlantis $10 
Jetfighter 2.0 $16 

King's Quest 1 - 5 Ea $10 
Leisr Suit Larry 1 - 5 Ea $10 
Lemmings w/Disk $21 
Loom $10 

Lord of the Rings 1 $10 


HINT BOOKS 

Official Sierra Hint Bks $12 
Planet’s Edge $16 

Police Quest 1 - 3 Ea $10 
Pool of Darkness $12 
Populous 1&2 Officl Str $16 
Power Monger $10 

Power Mngr Strategy Bk$16 
Prophecy of the Shadow$12 
Quest for Clues 2, 3or4 $21 
Quest for Glory 1-3 Ea $10 


Railroad Tycoon $10 
Rise of the Dragon $10 
Run 5 Issue 1 - 20 Ea $ 6 
Savage Empire $10 
Secret Mnky Islnd lor 2 $10 
Secret of Silver Blades $1 0 
Shadow Sorcerer $10 
Simcity/Simearth $20 
Space Quest 1 - 4 Ea $10 
Spellcasting 101 $10 

Spellcasting 201 $10 

Starflight 1 or 2 $10 


IBM AD & D 

Eye of the Beholder 2 $38 
Gateway Savge Frontr $32 
Heroes of the Lance $12 

Pool of Darkness $38 

Pool of Radiance $15 

Secret of Silver Blades $15 
Shadow Sorcerer $15 
Tales Magic: Prophcy S $38 
Treasurs Savage Frontr $32 
War of the Lance $9 
IBM ROLE PLAYING 
2400 AD $28 

Bard’s Tale 3 $32 

Bard’s Tale Cnstrctn St $19 
Battletechl $12 

Battletech 2 $31 

Black Crypt $32 

Bloodwych $15 

Buck Rogers 1 $12 

Captain Blood $ 9 

Captive $30 

Celtic Legends $32 
Challenge of 5 Realms $44 
Champions $37 

CHARACTR EDITORS $16 
Conan $19 

Corporation $19 

Cybergenic Ranger $32 
Darklands $39 

Drakkhen $37 

Dragon Wars $12 

Dusk of the Gods $29 

Elvira 1 or 2 Ea $29 

Escape from Hell $17 

Fire King $19 

Flames of Freedom $28 
Fountain of Dreams $15 
Four Crystals of Trazere$32 
Hard Nova $17 

Hero’s Quest 1 EGA $21 


IBM ROLE PLAYING 

Spell Jammer $38 

Spirit of Excalibur $19 

Starflight 1 or 2 $17 

Sword of the Samurai $ 9 
Tangled Tales $21 

Terran Envoy $12 

Third Courier $ 6 

Times of Lore $28 

Tunnels & Trolls $12 

Twilight 2000 $34 


IBM ACTION /ARCADE 

Gold of the Aztecs $29 

Grave Yardage $12 

Gremlins 2 $ 9 

Guy Spy $29 

Hard Driving 2 $38 

Hare Raising Havoc $32 
Home Alone $27 

Killing Cloud $19 

Knight Force $29 

Lemmings $32 


’FI 5 STRIKE 
EAGLE 3' will 
challenge even 
seasoned pilots. 

a new 
visual system that 
blends 3D poly- 
and bit- 

Features cam- 
mode, 2 
head-to- 
by modem, 
and 2 player coop- 


or in the 

$44 


In 'ALIENS ATE 
MY BABYSITTER' 

you are Comander 
Keen armed with 
your neutral stun- 
ner and pogo stick. 
Hop into your 
homemade rocket 
and blast off to the 
rescue. Features 
360 degree smooth 
action, full 
sound 

save yourgame, ar- 
cade and cinematic 
$32 


Star T rek 25th Anniv $10 
Strategy Plus 3 -1 1 Ea $ 8 
Strategy Plus 12-22 Ea $ 5 
Treasures Savage Frntr $10 
Tunnels & Trolls $16 
Ultima4-7Ea $10 
Ultima Avatar Advntures$14 
Ultima 7 & Underworld $16 
V for Victory $16 

Wizardry 6 Cosmic Frg $12 
$12 
$16 


FATALE 

jigsaw 
adults, 
full screen 

into 

varying number 
from 25 
to 100. Numerous 
help features: save 
reload multiple 
games, cancel & 
IBM 

version includes 16 
ravishing girls with 
optional data disks 

$26 


IBM AD & D 

ADD Collector's Ed 2 $45 

ADD Starter Kit $45 

Champions of Krynn $19 

Curse of Azure Bonds $15 

Dark Queen of Krynn $32 

Dark Sun $37 

Death Knights of Krynn $20 

Dragon Strike $15 

Dragons of Flame $12 

Eye of the Beholder $19 


Hero’s Quest 1,2 or 3 $34 

Hyperspeed $34 

Immortal $17 

Keys to Maramon $12 

King’s Bounty $15 

Knights of Legend $30 

Legend $31 

Lord of the Rings 1 $32 

Lord of the Rings 2 $37 

Loremaster $39 

Lure of the T emptress $37 

M $45 

Magic Candle 1 $12 

Magic Candle 2 or 3 $38 

Matrix Cubed $32 

Mechwarrior $19 

Megatraveller 1 $16 

Megatraveller 2 $19 

Megatraveller 3 $39 

Midwinter 1 $12 

Midwinter 2 $28 

Mights Magic 1 or2Ea$12 
Might & Magic 3 $38 

Might & Magic 4 or 5 $46 

Mission Impossible $19 

Murder $29 

Obitus $34 

Pirates Gold $34 

Planet’s Edge $38 

Prophecy 1 $12 

Questron 2 $12 

Rings of Medusa $24 

Sea Rogue $39 

Sentinel Worlds $12 

Sleeping Gods Lie $29 

Space Hulk $38 

Space Inc $34 

Space Rogue $30 

Space Wrecked $19 

Spellbound $39 

Spellcraft Aspects Valor $38 


Twilight 2001 $39 

Ultima Martian Dreams $37 
Ultima Savage Empire $34 
Ultima Trilogy $35 

Ultima Trilogy 2 $45 

Ultima 1-6 Bundle CD $59 
Ultima 4 or 5 $35 

Ultima 6 False Prophet $39 
Ultima 7 Black Gate $45 
Ultima 7.5 Serpent Isle $46 
Ultima Stygian Abyss $48 
Uncharted Waters $42 
Vengeance of Excalibur $19 
Windwalker $28 

Wizardry Trilogy $32 

Wizardry 4 $19 

Wizardry 5 $32 

Wizardry 6 Cosmic Frg $37 

Wizardry 7 Crusaders $39 

IBM ACTION /ARCADE 
Airborne Ranger $12 
Aliens Ate my Babysitter$32 
Amazing Spiderman $ 9 
Arachnaphobia $28 

Artura $ 4 

Back to the Future 2or3 $15 
Barbarian $ 9 

Bargon Attack $24 

Bart Simpsn House Wrd $31 
Battle Master $37 

Battlestorm $32 

Bill & Ted’s Excllnt Adv $19 


Blockbuster 
Blockout 
Brain Blaster 
Colorado 
Continuum 
Cool Croc Twins 
Crackdown 
Dark Century 
Day of the Viper 
D Generation 


$ 6 


Lemmings Data Disk $19 

Lemmings 2 $32 

Light Corridor $29 

Light Quest $32 

Loopz $24 

Monty Python $15 

Ms Pac Man $ 6 

M.U.D.S. $16 

Nevermind $25 

Night Breed $15 

Night Shift $17 

Nova 9 $21 

Obliterator $ 6 

Oil's Well $15 

Orbits $37 

Pac Man $ 9 

Pick N Pile $27 

Pipe Dream $19 

Pitfighter $22 

Powerdrome $12 

Punisher $ 9 

Resolution 101 $12 

Roller Babes $25 

Rotox $24 

Savage $19 

Sierra Arcade Bundle $24 

Silpheed $21 

Simpsons Arcade Game $31 
Sliders $27 

Space Ace 1 or 2 $34 

Space Wars $37 

Speedball 2 $25 

Stellar 7 $21 

Stormlord $ 9 

Super Off Road $15 

Super Pac Man $ 9 

Super Space Invaders $25 

Taking of Beverly Hills $24 

Teenage Mtnt Nnja Trtl $25 

TMNT Manhattan Miss $31 

TMNT Arcade $24 

Terminator $34 


IBM HARDWARE 

Ad Lib Sound Card $49 

Ad Lib Gold 1000 $179 

Adlib Progrmrs Manual $27 
Adlib Surround Sound $64 
Adlib Telephone Module $64 
Ad Lib Visual Composr $75 
Ad Lib Speakers $15 
Flight Stick $43 

Flight Stick w Falcon $46 
Game Card 3 $39 

Gravis Ultraound Board$149 
Champ Joystick $24 

Maxx Control Yoke $59 
Maxx Rudder Peddals $39 
Mouse 3 Button $29 
Pro Audio Spectrum 16$229 
Pro Audio Spctrm Plus $179 
Sound Blaster $99 

Sound Blaster Pro $189 
Sound Blstr Pro Basic $159 
Snd Blaster Speakers $15 
Snd Blaster Voice Edtr $54 
Sound Star Snd Board $14 
Thrustmaster Joystick $69 
Thrustmstr Pro Joystick$109 
Thrtmstr Ruddr Pedals $109 
Thrustmstr Weapn Cntrl $79 
Thunder Board SndBrd $84 
Thunder Board WIN $109 
Thunder Board Spkrs $15 
Video Blaster $349 
IBM SIMULATION 
688 Attack Sub $19 
A10 Avenger $46 

A10 Tank Killer 1.5 $34 

Aces of the Pacific $42 
Aces Pacific Mission 1 $27 
Aces Pacific Mission 2 $27 
Aces over Europe $46 
Aces Europe Mission 1 $27 


IBM SIMULATION 

Gunship2000 $39 

Gunship 2000 Scenario $24 

Harrier Combat Sim $ 6 

Heatwave $25 

Heros of the 357th $32 

Hoverforce $31 

Hunt for Red October $22 

Hyperspeed $34 

Jet Fighter 2 $39 


IBM SIMULATION 

Sim Farm $41 

Sim Life $41 

Stormovik $15 

Strike Aces $19 

Strike Commander $45 

Stunt Driver $15 

Stunt Island $34 

Tank $37 

Team Yankee $34 


Jump Jet $39 

Knights of the Sky $29 
Land, Sea & Air Bundle1$39 
Land, Sea & Air Bundle2$39 
LHX Attack Chopper $17 
Life & Death 1 or 2 $24 

Ughtspeed $29 

Ml Tank Platoon $34 
Mantis Exprmntl Fghtr $39 
Megafortress $26 

Megafrtrss Mission Disk $26 
Megafortress 3D Editor $27 


THE ULTIMATE FANTASY DRIVING GAME 

'CAR & DRIVER' 

CARSDRIVER 

lets you test drive 
10 of the best per- 

Test Drive 
Ten of the Best 

1 f 1 ** 

formance cars like 
the Porshe 959, 
Shelby Cobra, and 
Ferrari Testarossa. 
Features 10 differ- 
ent tracks, bit- 
mapped land- 
scapes, drive in 
any direction or off 
road, head to head 
via modem, instant 
replay, 256 color 


VGA, and sound 
support. $38 


Test Drive 2: Collection $29 
TD2 Data Disks 1-4 Ea $15 
Test Drive 3 $29 

TD3 Road & Car Disk $19 
TFH & BH1942 $44 

Thunderhawk $24 

Thunderstrike $27 

Top Gun Danger Zone $31 
Tracon DOS/WIN $34 
Tracon2 $29 

Tracon 2 WIN $34 

Ultrabots $37 

Unnatural Selection $32 
Vette $29 

Virtual Reality Studio $49 
Wing Commander 1 $39 

WC1 Secret Mission 1 $19 
WC1 Secret Mission 2 $19 
Wing Com 1 Dlx CD $45 
Wing Commander 2 $45 

WC2 Operations Mod 1 $27 
WC2 Operations Mod 2 $27 
WC2 Speach Pack $15 
Wolfpack $15 

Yeager’s Air Combat $38 


'PRO AUDIO 
SPECTRUM 
PLUS' features hi- 
fidelity recording & 
playback in 44kHz 
stereo, advanced 
20 voice stereo syn- 
thesizer, high per- 
formance 16 bit in- 
terface, 4 watt per 
channel amp, built 
in SCSI interface, 
MIDI sequencer, 
waveform editor, 
four track music 
studio, & windows 
3.1 drivers. $139 


Dig Dug $ 6 

Dr Doom’s Revenge $ 9 

Dragon’s Lair 1 $24 

Dragon's Lair 2 $34 

Drgn’s Lair Singe Cstl $34 

Fascination $24 

Freakn Funky Fuzzballs $19 
Galactic Conquerer $31 

Galaxian $ 6 

Gauntlet 1 or 2 $ 9 

Gobliiins $24 


Tristan Pinball $39 

Troika $19 

Vaxine $24 

Viking Child $32 

Volfied $24 

Wild Streets $31 

Wild Wheels $32 

Wrath of the Demon $29 
Xenocide $12 

X Men 1 $ 9 

X Men 2 $25 


Aces Europe Mission 2 $27 
AH 64 Helicopter $46 
Air Force Commander $34 
Allied Forces Bundle $29 
Armor Geddon $29 

ATAC $29 

ATP $37 

B17 Flying Fortress $39 
Battle Command $19 
Battlefield 2000 $37 

Birds of Prey $32 

Blue Max:Aces WW 1 $12 
Campaign: Strat Flight S$37 
Car and Driver $38 

Cardinal of the Kremlin $27 
Carrier Command $12 
Conqueror Multi Tank $16 
Crash Course $ 6 

Design yr own Railroad $29 
Dynamics Bundle $39 
El Fish $41 

Elite Plus $19 

Eye of the Storm $29 
F1 1 7A Nighthawk $42 
FI 5 Strike Eagle 2 $19 

FI 5 SE2 Scenario Disk $17 
FI 5 Strike Eagle 3 $44 

FI 9 Stealth Fighter $24 

F22 ATF $39 

F29 Retaliator $32 

Falcon 3.0 $45 

Falcon 3 Scenario 1 $22 

Flight of the Intruder $19 
Flight Simulator 4.0 $39 

Aircraft Scenry Design $35 
Flight Planner $24 

New Facilities Locator $27 
Sound, Graphics Upgrde$27 
Fly Grand Canyon 3D $45 
Gunboat $33 

Gunship $12 


Megafortress Mega Pak $38 
Miami Enforcer $39 
Mig 29 Fulcrum $32 
Power Boat Simulator $39 
Rapcon $29 

Reach for the Skies $31 
Red Baron $39 

Red Baron Mission 1or2 $24 
Red Storm Rising $14 
Road&Track Grand Prix $37 
Sailing Instructor VGA $239 
Sailing Simulator VGA $42 


CHIPS & BITS 

PO Box 234 
Rochester VT 05767 
Fax 802-767-3382 
802-767-3033 
800-7534263 
GEnie Keyword CHIPS 

We accept Visa, MC SMoney 
Orders. COD add $5. Checks 
Held 4 Weeks. Most items 
shipped same day. All shipping 
rates are per order not per item. 
UPS $4: 2 Day Air $6: Mail $5: 
Airmail Canada $6: HI, AK, PR, 


West Coast Voyages $39 
Scenery Collection A/B $37 
Secret Weapons Lftwff $44 
S Weapons Expl P38 $21 
S Weapons Exp2 P80 $21 
S Weapons Exp3 He162 $21 
S Weapons Exp4 Do335$21 
Shuttle $29 

Silent Service 2 $34 

Sim Earth 2000 $42 


2 Day Air $12: Airmail Europe 
$12 first item plus $6 per addi- 
tional item. 

All Sales Final. Check 
compatibility before you buy. 
Shipping times not 
guaranteed. Defectives 
replaced with same product. 
Price & availability subject 
to change. 
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pious), the saint will intervene 
on your behalf, perhaps saving 
your mortal butt or giving you 
insight as to whether you 
should graciously accept lodg- 
ing from a lord or slit his evil 
throat. 

The aid of some saints is 
necessary in completing and 
solving certain quests, while 
others will help in day-to-day 
encounters with the minions of 
evil. The documentation fea- 
tures a well-researched list of 
saintly personages, so you'll 
know what you're getting, for 
example, when you study about 
Saint Gerlac. Darkland' s ap- 
proach to magic gives the ar- 
cane arts a Tolkienesque feel; 
magic is a subtle, quirky, and 
mysterious conduit for unseen 
forces, rather than a roll of the 
dice to see the damage effects 
of a fireball. 

Despite its many daring 
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Combat takes place in real time, but you can pause the action to give orders to each 
member of the party. 

design choices and innovative 
approaches to combat and 
magic, Darklands disappoints in 
some ways. There is a sense of 
vastness to the game, but 
sometimes there doesn't seem 
to be that much to do — quests 
which result in only a handful 
of florins take too long com- 
pared to scouring the country- 
side for bandits and robber- 
knights. More than that, 
though, all towns seem to be 


the same — you receive the same 
messages, see very similar 
graphics, and visit the same 
kinds of spots. It seems as if 
Darklands feels like it was 
rushed to market a little too 
quickly; hopefully a sequel will 
add more diversity to the 
landscape. 

A couple of technical notes 
— remove as 
many TSRs 
as possible 
from your 
boot con- 
figuration, or 
else Dark- 
lands has an 
unwelcome 
tendency to 
lock up. The 
game froze 
even when I 
used a va- 
nilla boot- 
disk because 
several data 
files were 
corrupted 
during in- 
stallation (re-installing the 
game cleared up that problem) . 

In keeping with a growing 
trend, MicroProse has given 
Darklands a utility that creates a 
floppy boot disk which uses 
Microsoft's EMM386 and 
eliminates any disk cache. As 
of this writing, the most current 
version of Darklands is .06, and 
hopefully it will remedy the 
game crashes, lock-ups, and 
other sporadic bugs some 


players have reported. To 
MicroProse's credit, they are 
supporting the product dili- 
gently; you can download the 
latest bug patch from several 
online services, as well as 
MicroProse's own BBS. 

Much effort went into the 
creation of the Darklands game 
engine, and the potential for 
sequels is enticing: medieval 
France, England, and Spain can 
provide similarly rich back- 
drops for role-playing. Dark- 
lands is a rare commodity; it has 
the audacity to educate as it 
engrosses and entertains, but 
learning medieval history has 
never been so painless. 
MicroProse should be lauded 
for providing the most original 
and unique fantasy RPG system 
to be released in quite some 
time, and we can only pray to 
our favorite saint that the next 
installment will be just as 
mesmerizing. 


BP 


Hardware requirements: 2 
Megs RAM; DOS 5.0; VGA 
graphics; hard disk; 386/20 
or faster recommended; 
supports all major sound 
cards; supports mouse. 
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Introducing a new football dynasty. NFL from Konami? It 
does more than out-class the competition. It gives you depth, | 
detail and authentic NFL action thaf s in a league by itself. 
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uvtng 
tackles and 
audibles, to NFL 
draft, trades, 
and digitized 
gridiron sounds. 


☆ NFL features all 28 league teams, plus bigger rosters than any other game. 

☆ Only NFL has real-time play action with fluid, life-like player animation. Not clumsy and stiff like the competition. 

☆ Only NFL gives you 10 player attributes plus 6 vital statistics for every player, more than John Madden II 
or Mike Ditka Ultimate Football. 
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Only NFL can call 22 different penalties. 

;ame plan. Or create and practice your own offensive and defensive plays, 
"ions of combinations. 

Play pre-season games, run a training camp, 
or play an entire Super Bowl season with 
divisional, NFC and AFC playoffs. 

Instant replay with VCR interlace, and TV 
broadcast style scoring updates from around 
the NFL. 

Available Spring 1992 for MS-DOS. 

< Extensive statistics including half-time and 
end-ofgame scoring summaries, t 
team and player stats, plus season stais~ 
for each player. 
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CRUSADERS OF THE DARK SAVANT 


NEIL RANDALL 


I he Wizardry series was the 
first king of the computer role- 
playing market — in fact, it was 
largely responsible for creating 
that market. I remember my 
friends with their old Apple 
II's, spending hour upon hour 
trying to solve yet another level 
in the first Wizardry, then the 
second, and well into the third. 
By the time Wizardry IV came 
along. Ultima, Bard's Tale, and 
others had captured these 
players' imaginations as well, 
and the Wizardry series lost a 
fair bit of its momentum. And 
Wizardry's popularity wasn't 
helped any by the fact that it 



Down this ladder 
awaits. ..some- 
thing. Click on 
the ladder, get to 
the bottom, then 
carefully work 
your way from 
room to room. 


took longer than its counter- 
parts to utilize new graphics 
technology. 

But through all these 
changes Wizardry retained one 
feature that the other FRPs 
seemed to turn away from: it 
kept the spirit of the original 
non-computer fantasy role- 
playing games. The original 
Wizardry w as released, after all, 
during the heyday of Dungeons 
and Dragons, and it drew its 
initial sales either from role- 
playing fans who happened to 
have computers, or computer 
owners who couldn't (or didn't 
want to) get a role-playing 
group started. The Wizardry 
games appealed, in other 
words, to dice-rollers. 

Dice-rollers? Yep, dice- 
rollers. The outcome of events 
in non-computer FRPs was 
based on rolls of the dice. You 


rolled a certain number of dice 
(each with up to twenty sides) 
to generate your character's 
statistics, and every time you 
attempted a significant action. 
The idea was that every action 
had a certain chance of success, 
and that chance was greater or 
less according to the level of 
skill the character possessed. 

The outcome depended on 
more than just the roll of the 
dice, though; there were die- 
roll modifiers as well. Wearing a 
certain type of boot might 
modify your armor class for 
that part of your body by +3 or 
+5, which meant you added 
that to your dice roll to see you 
if an attacker managed to 
damage you there. Or, as you 
took hit after hit or got in- 
creasingly tired, your ability to 
strike, defend, or even search 
the area around you decreased 
by a certain modifier. As al- 
ways, the idea was that each 
situation should be unique, just 
as in real life. 

The important part about 
these dice-rolls, and all the 
modifiers, is that players knew 
exactly what they were. You 
had your numbers in front of 
you, and all you needed to 
know was the modifier — set 
by the game master — in order 


to figure out what you had to 
roll. The problem with com- 
puter FRPs is that the computer 
handles all such things invis- 
ibly, with the result that you 
spend much less time planning 
and more time just blundering 
forward. The Wizardry games 
tried to keep the information 
front and center. 

Wizardry kept three other 
aspects of early non-computer 
FRPs alive as well, the first two 
of which aren't necessarily 
good. First, these games were 
heavily oriented towards 
combat. Second, they practi- 
cally always took place in 
dungeons. FRP sessions con- 
sisted primarily of working 
your way through level after 
level of the dungeon, doing 
battle with monsters that got 
stronger as the levels went 
deeper. Defeating a monster 
meant both experience and 
treasure, and that's how your 
character became stronger. 

The third aspect, though, 
is very welcome, and especially 
evident in Crusaders of the Dark 
Savant, the latest installment in 
the series: you can go pretty 
almost anywhere you want in 
this game, tackling one quest 
ahead of another, and you 
won't find yourself completely 



Talwe the fighter prepares to do battle against some slimy, creepy blobs. He can 
strike at either the high-lighted group of four or the larger group of eight. 
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at loose ends wondering where 
you should be. Like the non- 
computer FRPs that it recalls. 
Crusaders of the Dark Savant 
operates very much on a free- 
form basis. 

As an adjunct to this 
quality, the game apparently 
contains parties of non-player 
characters (NPCs) who are also 
making their rounds, collecting 
artifacts and treasures you 
might be too late to pick up 
yourself. (I say "apparently" 
because this kind of thing is 
nearly impossible to determine: 
All you have to go on is your 
own party's point of view, but 
the documentation claims these 
other folks are out there.) 

The previous Wizardry 
installment. Bane of the Cosmic 
Forge, represented a complete 
overhaul of the look and feel of 
Wizardry, without sacrificing 
the series' adherence to the 
early FRP models. With Dark 
Savant, however, the designers 
have revamped once more. 
Apparently no longer satisfied 
with lagging behind on things 
like graphics and sound, the 
designers have created a truly 
state-of-the-art version, tech- 
nically at least, of a once ex- 
tremely popular system. 

One trend Dark Savant 
hasn't incorporated, though, is 
massive hardware require- 
ments. True, it takes over five 
megabytes of your hard disk, 
but with some games now 
clocking in at anywhere from 
1 2 to 20 megabytes, five is barely 
noticeable. Nor does it ask for a 
fast 386 processor; your XT 
clone will do, although game 
play will be almost excru- 
tiatingly slow. The game obvi- 
ously runs much more 
smoothly on a faster machine 
(especially if have some ex- 
panded memory to spare), but 
it's nice to know that you don't 
have to run out and buy a new 
machine just to play it. 



After freeing an NPC 
from a prison in New 
City, the leader of the 
party is offered in- 
formation for a vow of 
silence. Agree, and 
you'll receive some 
extremely valuable 
advice.... 


As for the game itself. 
Crusaders of the Dark Savant of- 
fers few real changes in the 
standard FRP fare. You begin 
by creating characters, then 
forming these characters into a 
party. All the characters begin 
the quest at level 1, and as they 
wander the countryside and 
encounter monsters they accu- 
mulate experience, gold, and 
important items. The screen 
offers a first-person viewpoint, 
considerably more detailed 
than earlier Wizardries but no 
more so than most FRPs on the 
market these days. Your char- 
acters can move, search, pick 
locks, disarm traps, cast spells, 
use items, and get some rest, 
with all these actions controlled 
from an attractive and concise 
display at the bottom center of 
the main screen. 

The character creation 
screen doubles in the game as 
the character inventory screen. 
You begin the game on this 
screen, selecting a name and a 
face for each character, as well 
as a race and profession. Cru- 
saders offers an unusual mix of 
races, ranging from the inevi- 
table humans and elfs through 
canine, feline, and super-liz- 
ards, and another resembling a 
wookie out of Star Wars. Each 
race has its own peculiarities 
(dragons have a superb breath 
weapon, for instance), and 
there's no such thing as a per- 
fect blend. The professions, or 
character classes, range from 
the standard fighter, thief, and 
mage to the less common al- 
chemist, ninja, lord, psionic, 
and valkyrie. The possibilities 


are highly varied. 

Clicking on a character's 
portrait from the main screen 
brings this screen up, allowing 
you to check inventory, in- 
cluding what the character is 
carrying in the "swag bag." It's 
here that you'll come to cast 
spells, read parchments, or 
determine the function of newly 
acquired items, as well as to 
equip a character, which is a 
simple matter of dragging an 
item (weapon, shield, helm, 
etc.) from the inventory slot and 
dropping it onto the "suit of 
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armor" that represents the 
character. As you add or re- 
move items from the suit of 
armor, you see the die-roll 
modifiers change for that por- 
tion of the character's body. 

Finally, this screen appears 
whenever a character reaches a 
new skill level. There's no need 
in this game, as in many FRPs, 
to go to a special training room 
or other contrivance to increase 
levels; it all happens automati- 
cally, and this saves consider- 
able time and aggravation (it 
also seems more realistic, al- 
though I understand the argu- 


And here's the advice 
the NPC gives — or 
should we say starts 
to give. 
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In the heat of 
battle against 
three Gorns, 
Iolano the priest 
prepares to cast 
a Make Wounds 
spell. 



ments for and against it). The 
inventory screen appears, and 
you select which skills you want 
to increase. If the character is a 
spellcaster, you also select the 
new spells you want your im- 
proved character to learn. 

Obviously, a sword- 
wielder should be given a 
strong sword skill, and a good 
shield skill as well, but less 
obvious are the physical and 
academic skills. Physical skills 
include swimming, climbing, 
and scouting, which aren't sur- 
prising, but they also include 
oratory (needed for spell-cast- 


ing), legerdemain (for theft), 
skulduggery (for disarming 
traps and picking locks), and 
ninjutsu (important for hiding). 
Among the academic skills, 
mapping is crucial for at least 
one character (it allows auto- 
mapping), while clerics will 
need theology and ninjas will 
need kirijutsu (knowledge of 
precise areas of the body vul- 
nerable to attack). Keeping a 
balance of skills is essential, but 
there are never enough skill 
points to go around. 

Perhaps the single most 
important skill, however, is 


diplomacy. At least one mem- 
ber of the party should concen- 
trate almost exclusively on de- 
veloping this ability, because 
interaction with non-player 
characters matters a great deal 
in this game. When you meet 
NPCs who don't attack imme- 
diately, you have a chance to 
talk, trade items with them, and 
so on. There are also several 
instances where you actually 
enter into negotiations. This is 
called the "truce" option, and 
it's both fun and important. 

Send up your best diplo- 
mat. Offer a bribe, or give the 
NPCs some items. Then offer 
peace, and see what transpires. 
If you have a lousy diplomat, 
the NPC might get angry, call 
for reinforcements, and try to 
rid the planet of your existence. 
But if all goes well, you can 
reach stage 2, in which the NPC 
hedges, or stage 3, which means 



§fi$ aCDSTtUDDDQgj ®@S 


Bra 

■twill 


p — | ourney back 

in time to the 
year 1957 on 
\ J an expedition 

_ _ to the dark 

heart of the Amazon 
Basin. A desparate, 
crazed message sends 
you on a perilous search 
through a land where 
legends come to life, 
danger hides behind 
every corner, and 
incredible treasures wait 
to be discovered. 

AMAZON is designed 
in the style of the serials 
of the 1940’s and 50’s 
such as Flash Gordon, 
The Lost City, and 
Rocketman. 


These serials were made 
up of intriguing, fast 
paced episodes which 
placed the hero in unbe- 
lievable peril. AMAZON 
contains 14 exciting 
episodes filled with plot 
twists, mysterious charac 
ters and heart stopping 
cliff-hangers. You haven’t 
had this much fun since 
the drive-in days! 
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Metal monsters seek your 
destruction!* 



you're making progress. A bit 
more of this (and it doesn't have 
to happen all at once), and you 
can get the NPC to like you 
enough to give you items and, 
more importantly, information. 
The designer's notes state that 
word about you passes among 
NPCs in this game, but again 
that's difficult to determine 
when you're actually playing 
— nonetheless, the feature is 
fascinating. 

Hopefully, the Wizardry 
design team will develop the 
NPC system even further, to 
the point where negotiation and 
combat are reversed in fre- 
quency and importance. Com- 
bat in this game simply takes 
on too much importance, and 
like all Wizardries it becomes 
extremely tedious after a while, 
even though the combat sys- 
tem itself, streamlined from 
previous installments, remains 


a good one. My ideal Wizardry 
game would balance explora- 
tion with negotiation, reserv- 
ing combat for the odd skir- 
mish and some large and cru- 
cial battles that made sense ac- 
cording to the plot. It would be 
nice, too, if the first-person per- 
spective actually allowed you 
to see enemies in the distance 
and let you avoid them, instead 
of just subjecting you to am- 
bush at every turn. 

This wish-list aside, 
though. Crusaders of the Dark 
Savant represents the single 
strongest advance in the Wiz- 
ardry series to date. There's 
much to like about this long, 
involved game, and if you're a 
dedicated combat-oriented FRP 
player, you have hours and 
hours of detailed action ahead 
of you. If you've never encoun- 
tered Wizardry before, this is 
the place to start, but keep in 



mind that despite its evolving 
system, this is not an easy game 
to play. Wizardry is the 
granddaddy of computer role- 
playing games, and it's nice to 
see its new emergence. 

EP 


The character screen 
shows the character's 
portrait and inventory. 
The suit of armor lists 
the combat die-roll 
modifers. You can cast 
spells from this screen , 
read parchments, and 
use or determine the 
function of items. 


Hardware Requirements: 
640K minimum memory; 
V GA/MCGA, EGA, and 
Tandy graphics; Roland, Ad 
Lib, Sound Blaster, and Tandy 
sound cards supported; 
mouse recommended. 



We’re so sure you’ll love our new 
multi-media adventure experience for 
your PC that we’re willing to send you 
a FREE playable demo disk for just the 
$2 it takes to ship it to you! Call us 
now at 1-800-800-4880 to take 
advantage of this incredible offer. 


SSLSSS SOFTWARE INCORPORATED 

ACCESS Software, Inc., 4910 West Amelia Earhart Drive 
Salt Lake City, UT 841 1 6 • (801 )359-2900 • (800)800-4880 


Battle for your life at the Bridge of Death! 


Gasp in disbelief at the lost tribe of 
Amazon women!’ 

•Actual Amazon VGA screens. 
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THE LEGEND OF KYRANDIA 


JEFF LUNDRIGAN 


T, 



Realizing that 
Malcolm has 
escaped and will 
soon arrive, Bran- 
don's grandfather 
Kallak writes a 
note to the other 
Mystics, asking 
that they aid 
Brandon. 


he Legend of Kyrandia is the 
latest release from Westwood 
Studios, creators of the enor- 
mously popular Eye of the Be- 
holder I & II. Distributed by Vir- 
gin Games, Kyrandia is sub- 
titled "Book One" — and if you 
enjoy graphic adventures, this 
is good news indeed. 

In the land of Kyrandia, 
the ancient King William the 
First made a covenant with the 
powers of the Natural World. 
As a symbol of this alliance, the 
land of Kyrandia was given the 
Kyragem, an enormous jewel 
which concentrated and fo- 
cused the magical powers of 
nature. It fell to 
King William 
and his des- 
cendants to 
protect the 
Kyragem and 
ensure that it 
was used to 
help the land 
and its people. So it was that 
Queen Thelia founded the dis- 
ciplines of Alchemy, Spiritual- 
ity, Scrolls, and Gem Lore. Each 
of the four schools was headed 
by a Royal Mystic, a powerful 
magician who would both de- 
velop new powers and see that 
old ones were not misused. For 
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Some areas of Kyrandia have been scarred by 
Malcolm's evil. Healing the land is part of Brandon's 
mission, and will often lead him to more important 
discoveries. 


hundreds of years, 

Kyrandia remained a 
land of peace and 
prosperity. 

But things soon 
changed rather 
quickly. The recent 
reign of King William 
the Generous came to 
an abrupt end when 
the court jester, 

Malcolm, a powerful 
wizard in his own 
right, seized control 
of the Kyragem and killed the 
King and Queen. The Queen's 
father, Kallak, chief of the Royal 
Mystics and Master of Gem 
Lore, escaped with his infant 
grandson, Brandon. Kallak 
sealed the castle behind him, 
imprisoning Malcolm, but he 
also sealed in the Kyragem. 

As Brandon grew into a 
young man, the Mystics became 
weaker and weaker. Cut off 
from the source of their pow- 
ers, the day arrived when they 
could no longer hold Malcolm, 
and the jester broke free of his 
prison. Brandon, now grown, 
has lived all these years with 
his grandfather in the woods. 
Kallak has kept him ignorant of 
his royal heritage, but made 
arrangements with the other 


three Mystics to aid him when 
he needed it. 

As you might imagine. The 
Legend of Kyrandia revolves 
around Brandon. Westwood 
Studios is obviously aiming 
Kyrandia at fans of Sierra's 
King's Quest series, and they've 
probably got a hit on their 



In the deepest part of the Grotto is a 
wide river of molten lava. An important 
item lies just on the other side. Keep 
your cool, and you might make it across. 



Brynn, Master of Spirituality, is the first Mystic that Brandon must see. She 
will guide him in his search for the magic amulet he needs to battle Malcolm. 


hands. For starters, Kyrandia is 
a gorgeous game. It's clear that 
a lot of time has been spent 
polishing the 256-color VGA 
graphics, and even though 
they're in low resolution 
(320x200), so much care has 
been taken in color selection 
and shading that at first glance 
it looks as though the resolu- 
tion is much higher. If your 
machine has a little horsepower 
(at least a 12 MHz 286 is sug- 
gested), you'll find everything 
smoothly animated as well. 

Further, the game's de- 
signers created a villain you'll 
just love to hate. When we first 
see Malcolm, he's gleefully 
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The forest altar has lost all its power, but a child's toy holds 
the key to restoring the magic. 


blowing up trees just to pass 
some time. He confronts 
Brandon's grandfather and 
turns him to stone, but leaves 
the old man's eyes unchanged 
so Kallak can still cry — this 
guy is mean\ 

For all its charm, however, 
this isn't a game filled with 
mind-boggling brain teasers. 
With a few notable exceptions, 
most of the puzzles aren't too 
tough to solve, and the overall 
level of challenge is only about 
average. The game is fairly 
large, but most locations have 
simple names like "Dark For- 
est" or "Southern Cliff;" if you 
come across an area that has a 
more specific moniker ("Forest 
Altar," for example), you can 
be pretty sure it contains an 
object or information key to 


your success. 
My major com- 
plaint about the 
game, in fact, is 
that all too of- 
ten it's bla- 
tantly obvious 
which objects 
should be pick- 
ed up or used. 

There's also 
a dearth of 
clues to solu- 
tions of prob- 
lems, forcing 
you to depend 
on simple trial and error too 
often. On the plus side, how- 
ever, bad decisions aren't al- 
ways irreversible: if you lose 
an item because you used it 
incorrectly, it nearly always 
turns up again 
somewhere. 

You don't have 
to be fearful of 
experiment- 
ing, a welcome 
relief for most 
adventurers. 

And be- 
cause the 
point-and- 
click interface 
is extraordi- 
narily simple, 
experimenta- 
tion is easy as well as safe. If 
you click on an item which can 
be picked up, it 
sticks to the cursor 
so you can place it 
in Brandon's in- 
ventory. This is 
both a blessing and 
a curse. It does 
force you to think 
about what you 
should be doing 
instead of just 
mindlessly "troll- 
ing" around the 
screen with the 
mouse, but on the 
other hand you 
spend a lot of time 



Brandon journeys to thehomeofDarm, 
Master of Scrolls. Although old and 
deaf, Darm will give Brandon an item 
he'll use on more than one occasion. 

fruitlessly clicking on things 
that simply don't respond. Of 
course, this isn't a significant 
problem, since important items 
stick out like sore thumbs. 
Rather than make the items 
hard to find (although natu- 
rally a few are), the designers 


have simply thrown in a few 
red herrings: some items have 
no use at all. 

Brandon isn't entirely de- 
pendent on the items he finds. 
Thanks to a mystic amulet, he 
has a few powers of his own, 
and a large part of the game is 
devoted to finding the amulet 
and charging the jewels. That 
means enlisting the aid of the 
Royal Mystics, roughly divid- 
ing the game into four chap- 
ters. 

You can easily move be- 
tween these major areas once 
you discover the means to do 
so, and it's a feature you'll ap- 
preciate. If you get stumped. 



At the gates of the Serpent's Grotto, Brandon meets 
Malcolm face to face for the first time. He can juggle 
three knives at once — fortunately, you only need to 
handle one. 
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The fruit of the 
Fireberry bush 
offers the only 
source of light in 
the Serpent's 
Grotto. Save the 
game often as 
you make your 
way through the 
maze. 
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it's often because you've over- 
looked something or (on rare 
occasions) an item appears 
where there seemingly was no 
item before. You may find 
yourself doing some occasional 
backtracking, but the process is 
about as painless as it can be. 
The Legend of Kyrandia is large, 
but it's structured so that if you 
do have to go back, you won't 
have to go far. 

You can die in Kyrandia, 
but you can usually tell when 
you're about to do something 
fatal. Luckily, the game can be 
saved at any point, so save of- 
ten and you can watch yourself 
die with impunity. In fact, the 
game's most challenging sec- 
tion practically requires you to 
save the game and die. 

A good example of the 
practicality of the save-game 
function comes in the Serpent's 
Grotto, a huge maze (yes, you'll 
need to draw a map here!) filled 
with horrible monsters lurking 
in the shadows. The creatures 
are afraid of light, but scattered 
throughout the maze are 
Fireberry bushes, the fruit of 
which glows brilliantly. You 
can pick the fruit to use as a sort 
of organic lantern, but unfortu- 
nately the glow of the fruit fades 
quickly once it's been picked, 
and when darkness returns 
you'll be quickly surrounded 
and killed. So when you find a 
bush, save the game, walk until 
the Fireberry dies (which means 


A potion also holds the key to 
reaching the castle. Transformed 
into a mystic Pegasus, Brandon 
can safely avoid the killer fish 
lurking in the bay. 


Zanthia, Master of Alchemy, disappears before she can help you, but her equipment 
is still intact. There are three potions possible — and each requires one plant and 
one gem to complete. 


Hardware requirements: 
640K RAM; VGA or MCGA 
graphics; hard drive; 286 or 
better recommended; 
supports all major sound 
cards; supports mouse 
(recommended). 


you will, too), and 
map out where 
you went. Then 
restore the game 
and try an alter- 
nate route — 
sooner or later, 
you'll find an- 
other bush. 

Make sure 


With the proper potion, you can enter the tiny home of a 
troublesome pixie. He'll return the Royal Chalice, but he 
wants something in return. 


your map is accu- 
rate though, since 
there are areas 
that are initially 
unreachable but 
which you'll need 
to revisit when you have a per- 
manent source of illumination. 
If the rest of the game required 
this kind of meticulous atten- 
tion, Kyrandia would earn two 
thumbs down, but the section 
doesn't last long, and adds just 

Now all that’s left is to get into the 
castle, defeat Malcolm, and free the 
Kyragem. Although Malcolm is a 
jester, he's no fool, and Brandon 
will need all his wits and powers to 
survive. 


the right dose of challenge. 

Kyrandia isn't a perfect 
game, but the few problems it 
has are minor indeed compared 
to the fun to be had. Most of the 
time it crackles along, each 
graphic screen even prettier the 
last, and as an added bonus the 
game is genuinely funny. The 
light tone fits the difficulty level, 
and makes it a thoroughly en- 
tertaining, if not exactly brain- 
stretching, graphic adventure. 
Future installments hold even 
greater promise. 

EP 
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SIT DOWN DUKA. MOVE OVER MADDEN. 

TIM LANDRY 

STRATEGY FOOTBALL 




T he all-or-nothing decisions. 
The bone-busting action. 
The thrill of victory. It’s all 
here in the most realistic pro foot- 
ball strategy game ever introduced! 

Co-designed by one of pro 
football’s greatest coaches, Tom 
Landry Strategy Football puts you 


You ’ll thrill to super anima- 
tion and sound effects as 
the action unfolds! 

in the coach’s seat. You’ll choose 
from thousands of offensive and 
defensive formations. Then watch 
your plays unfold in eye-popping 
animation! 

You can analyze in-depth game 


“Ask Landry” for advice from 
one of the greatest coaches of 
all time! 


Call now to order or for the name of a dealer near you! 

1 - 800 - 238-4277 


Merit Software' 


13635 Gamma Rd., Dallas, TX 75244 
214-385-2353 ©1992 Merit Software 


IBM' PC and Compatibles 5.25" (1.2 MB) and 3.5" (1.44 MB) disks enclosed. Requires: DOS 3.3 or higher, 286 or higher, 640K 
RAM, VGA Graphics, Hard Disk, and Mouse. Recommended: DOS 5.0 and 12 MHz or faster. Sound Support: Ad Lib;”Sound 
Blaster;” PC speaker and more. 
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Enjoy “point-and-click’ 
menus that make everything 
fast, fun and easy! 

stats and scouting 
information. Make 
substitutions. 

Check weather 
conditions. Get 
on-line help, 
from the basics 
to advanced 
coaching tactics. 

And “Ask 
Landry” when you 
want advice from 
one of the best minds in the game. 

Make the right decisions, and 
you’ll coach your team all the way 
to a Super 
Bowl victory! 

See if you’ve 
got what it 
takes to go 
the distance. 

Order Tom 
Landry 
Strategy 
Football 
today! 
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JOHN MADDEN FOOTBALL II 


BRIAN CARROLL 
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Madden II helps 
you on pass plays 
by providing an 
aural learning 
when defensive 
pressure in- 
creases. 


he irrepressible John Mad- 
den, who charms millions of 
football fans each week on CBS 
telecasts, is known for his 
boundless energy and enthusi- 
asm. Just ask the folks at Elec- 
tronic Arts, who for the past 
five years have teamed with 
the colorful ex-coach of the 
Raiders to produce an impres- 
sive number of gridiron simu- 
lations for a variety of gaming 
systems. 

The latest product of their 
fruitful collaboration is John 
Madden Football II, and this se- 
quel is a welcome enhancement 
to its 1988 forebear. It delivers 
virtually everything the first 
one promised, with vastly im- 
proved visuals and a smoother 
interface that's easily mastered. 
And an interface which lets 
you navigate deftly and quick- 
ly is important here — with 81 
plays on both offense and de- 
fense, you can use all the help 
you can get. 

Like its predecessor. Mad- 
den II is a combination of ar- 
cade action and 
strategy. It's an 
attractive com- 
bination, one 
that many PC 
sports games 
strive for. It 
seems that all 
too many sports 
games can't decide whether 
they want to be statistics-heavy 
strategy affairs or arcade-style 
amusements, and only a small 
number have achieved a satis- 
fying balance of both dimen- 
sions. Though Madden II lets 
you take charge of the on-field 
action, the joystick workout 
doesn't really add much to the 
experience. 

But Madden IF s shortcom- 
ings in the arcade department 
are balanced by its excellent 
strategic elements. With its 
beefy playbooks, impressive 
editing capabilities, and mul- 



Rushing is easy if you have a back that can hold onto the ball and blockers who 
can clear out some real estate. Player ratings can help you determine the 
quality of your ground attack. 


tiple play-design options, this 
new-and-improved edition 
packs quite a database. Almost 
every facet of Madden II is 
customizable, from individual 
plays and players to entire 
leagues. 

It's a good thing you have 
so much leeway in modifying 
Madden II. Most PC gridiron 
veterans will want to custom- 
ize the information here, at least 
to some degree: without an ex- 
pensive NFL licensing agree- 
ment, Madden II' s designers 
were forced to disguise each 
team's players. And because 
there's no way to download 
team rosters or current stats, 
you're on your own if you want 
to model game play after the 
real thing. 

Replicating your favorite 
pro team is made a bit easier, 
however, by the inclusion of a 
directory containing NFL ros- 
ters for teams from the 1990 
season. The info is a bit old, but 
at least the players are rated 
accurately, giving you a head 
start toward inputting current 
data. 

By enabling the editing of 
teams, leagues, players and 
playbooks. Madden II offers 
plenty of intriguing possibili- 
ties. The realism of Madden IF s 
playbooks rival those of 
MicroSport's NFL Pro League 


Football, but each play is dis- 
played graphically in Madden II, 
making play selection quicker 
and easier. 

And if you like mapping 
out your own plays, the play- 
calling possibilities are enor- 
mous, thanks to Madden II' s 
fantastic "chalkboard" feature, 
greatly improved over the 
original Madden. Use it to draw 
up your own plays from scratch 
— you can choose a formation, 
make player assignments, map 
out routes, and tap the per- 
sonnel best suited to make the 
play work. After diagramming 
it, you can run the play against 
the defense of your choice and 
see how it performs. The play 
during this "Fullpads" option 
is completely animated and 
looks just as it would during a 
game in progress. 

You can further customize 
the game by using a rating sys- 
tem to determine each player's 
abilities. Every player is rated, 
both in general and position- 
specific categories. For ex- 
ample, an offensive tackle is 
rated for his blocking ability on 
passing and running plays, to 
name just two categories, in 
addition to the five ratings that 
apply to all players. 

The ratings serve as an 
important scouting tool. By 
making intelligent starting as- 
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Each roster can be tailored to suit your 
needs. You're able to change names, 
positions, ratings, jersey numbers, and 
injury status. 

signments, you can match your 
players against the opposition 
in such a way that you maxi- 
mize your strengths and mini- 
mize your weaknesses. For ex- 
ample, if you're playing the 
National Football Conference's 
New York team (read: Giants), 
you'll want to find out where 
Lawrence Taylor's computer 
counterpart is positioned on the 
line. You might consider put- 
ting your best blocker on him 
to offset his play-breaking abil- 
ity. The game's manual sug- 
gests looking for matchups 
where your player has a two- 
point or higher rating advan- 
tage over his opponent based 
on a nine-point scale, and that's 
sound (if fairly obvious) advice. 

After you've created your 
Dream Team, complete with 
current stats and rosters, and 
have pieced together the per- 
fect playbook, you're ready to 
hit the field. You've checked 
out your opponents and have 
made all the last-minute ad- 
justments. It's at this point that 
Madden II, which until now has 
amazed and entertained, begins 
to disappoint — at least if you're 


looking for any enjoyment from 
arcade action. 

The first thing you notice 
is the ridiculously large pig- 
skin. Next you see that your 
team is dressed out in either 
red or blue, regardless of the 
NFL team they're supposed to 
represent. After the coin toss 
and kick, you see your players 
lurching to and fro like so many 
red and blue robots. 

If your team kicked off, 
you'll be dismayed to find out 
that although your opponent 
can free-lance, your defense is 
locked into position once a set 
has been selected. You control 
no players on defense, which 
can be pretty frustrating; on 
offense, you control whoever is 
carrying the ball. 

If you're planning on 
throwing the ball, you'd better 
know your receivers' routes by 
heart — you sure won't see 
many of them after they've left 
the line of scrimmage. (Inter- 
estingly, the designers ac- 
knowledge this: a note in the 
manual read, "Don't complain. 
As it is, you get to see a lot more 
than a real QB ....") 

So it's not surprising that 
passing is one of the most diffi- 
cult elements in Madden II. But 
it can also be the most reward- 
ing, and represents the high- 
light of the game's arcade seg- 
ments. Unlike most computer 
football games, which force 
you to scroll 
through your re- 
ceivers one by 
one. Madden II 
gives you cross 
hairs to aim your 
passes. Madden 
II's design team 
deserves credit 
for making this 
aspect of the game 
intuitive and en- 
joyable. 

One other 
gripe: If you've 



Try the Quickgame option until you're comfortable with 
the playbook. It condenses your selection to nine plays. 



To see how your players stack up 
against the opposing team, scroll 
through several skill categories. If you 
have an advantage of two points or 
more in a category, try to exploit it 
with smart play selection. 


watched football long enough, 
you know that an ill-executed 
handoff can decide a game. (A 
failed transfer between Giants' 
QB Joe Pisarcik and veteran 
running back Larry Csonka in 
the closing seconds of a game 
against the Philadelphia Eagles 
a few years back comes to 
mind.) Virtually all PC football 
sims (which have 
arcade elements) 
include at least an 
option for manu- 
ally controlling 
handoff s. But it's 
automated in Mad- 
den II, along with 
PATs and field 
goals. While some players 
won't miss the chore, it would 
be nice if you at least had the 
chance to give it a try. 

Gamers craving high-fly- 
ing action and realistic anima- 
tion probably won't be too ex- 
cited with John Madden Football 
II. But if you're looking for strat- 
egy, complexity, and the abil- 
ity to control everything from 
player abilities and team ros- 
ters to playbooks and leagues. 
Madden II is a bonafide champ. 



Madden II's shin- 
ing quality is its 
chalkboardfor play- 
drawing. Here you 
can design all of 
your pet plays and 
then see how they 
stack up against 
some stiff competi- 
tion. 


GP 


Hardware requirements: 640K 
RAM; supports VGA, EGA, 
and Tandy graphics; 386 or 
faster recommended; sup- 
ports all major sound cards; 
supports joystick and mouse 
(mouse recommended). 
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THE SUMMONING 


NEIL RANDALL 


A 


The intro sequence 
consists of a series 
of animated graphic 
screens relating the 
story leading up to 
your quest. 


bout the time it was 
starting to look as though SSI 
was stuck in a rut, they've 
decided to depart from their 
tried-and-true Advanced 
Dungeons and Dragons for- 
mula. First came Prophecy of 
the Shadow, a simplified one- 
character FRP. Now they've 
released The Summoning, a 
richer, more varied one-char- 
acter offering. Neither is related 
to the AD&D line, and in many 
ways this is a welcome change. 

Not that there's anything 
wrong with AD&D. Fact is, it's 
the most popular role-playing 
game of all time, and SSI's com- 
puter adaptations are skillful 
and faithful. But the "party- 
beats-up-the-monsters" rou- 
tine gets stale after a while, even 
for the most devoted players, 
and a change of pace often helps 
rekindle 
enthusi- 
asm. And 
while it's 
true that in 
the past 
SSI hasn't 
offered 
much for 
FRP fans who weren't inter- 
ested in the AD&D line, these 
two newest titles serve to ex- 
pand SSI's following. 

The good news is that The 
Summoning, designed by Event 
Horizon Software, is different 
enough to ensure that SSI's fol- 
lowing really is expanded. It 
boasts fine graphics, an inno- 
vative magic system, and a very 
sound structure for interacting 
with non-player characters 
(NPCs). Add these features to a 
plot that appears to make more 
sense than those found in many 
FRPs, and you have the poten- 
tial for a first-rate role-playing 
experience. 

Does The Summoning fulfill 
that potential? The answer is 
yes and no, with the edge to the 
former. There's lots to do in 




this game, with many areas to 
explore, people to meet, and 
creatures to battle. More im- 
portantly, the people you meet 
aren't all set on killing you (as 
is the case in many FRPs), and 
many of them are worth stop- 
ping to talk to. 

But after several hours of 
play. The Summoning begins to 
lose some of its appeal. It's 
difficult to pinpoint the exact 
reason; it might be a case of 
repeatedly doing the same 
thing, or it could be that the 
interface seems a bit clumsy 
after all is said and done. 
Whatever the cause. The Sum- 
moning becomes less engross- 
ing the further you get into it — 
but not so much as to deny it its 
share of recommendations. 

The Summoning is a one- 
character indoors FRP — i.e., 
you control one character only, 
encountering, avoiding, and 
battling creatures as you walk 
from room to room. The 
"avoiding" part, in fact, needs 
to be stressed, because unlike 
many FRPs you actually can 
avoid things. Just leave the 
room, or maneuver your way 
around the creatures, and in 
many cases you won't have to 
fight them at all. Of course, you 
won' t gain any experience from 
evasion (a point I've never been 
able to understand), but if your 
character is weak and injured 
you at least have the option to 
flee. 


To be fair, though. The 
Summoning assigns experience 
points in a much more reason- 
able fashion than other FRPs. 
Wiping out nasties gets you 
points, but so does solving some 
of the game's several puzzles 
(quite challenging for the most 
part) and doing good deeds for 
NPCs who are alive and living 
in this evil-wracked labyrinth. 
Your goal is to reach level 12 
and earn the title Vanquisher, 
but that comes only after a long, 
long time. In the meantime, you 
must work your way through 
the ranks of Campaigner, Sen- 
tinel, Cavalier, Hero, and 
Champion, and the points 
needed to advance increases 
with each level. 

The Summoning has sev- 
eral unusual and interesting 
features. For one thing, you can 
print maps of the areas you've 
visited, an extremely nice op- 
tion when you tire of staring at 
the screen yet want to continue 
plotting your way through the 
game. Also available are print- 
outs of conversations you have 
with NPCs. Anyone who's 
played a long, complex FRP 
knows that remembering what 
various NPCs have told you is 
next to impossible — either you 
forget to write everything down 
or you lose (or throw out) the 
reams of paper that contain this 
crucial information. Just keep 
your printer on as you play, 
and you're ensured that all your 





brutally murdered behind 


Interact with dozens 
of unique characters, 
each with their ow n 
personalities — 
and alibis 
• 

Use the detailed 
overhead map of 1888 
London to 
identify your next 
sleuthing location 
• 

Refer to Dr. Watson's 
journal for a detailed 
record of your 
investigation 

• 

Use your laboratory at 
221B Baker Street to 
analyze clues 

• 

Classically-scored 
soundtrack with over 
30 original themes 

• 

Digitized voice and 
sound effects 
(soundboard 
required) 



The Lost Files of 
Sherlock Holmes for 
the IBM PC and 
compatibles. 

Visit your local retailer, or call 
1-800-245-4525. By Mythos Software and 
Electronic Arts. <~ 1992 Mythos Software. 
.411 Rights reserved. IBM is a registered 
trademark of International Business 
Machines Corporation. 



ELECTRONIC ARTS 




fhe Regency Theatre. 


Jack the Ripper appears 


to have struck again . 


Scotland Yard turns 


to you my friend. 
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A gate bars the way, but 
stepping on the pressure 
plate in front of it might 
cause something to happen. 
If it doesn't open, try 
pushing a slain foe onto the 
plate before stepping on it. 



Accessing your 
inventory is sim- 
ple, but grows 
tiresome after con- 
stant repetition. 


conversations are recorded. (It 
will use quite a bit of paper, 
though.) 

Dealing with the NPCs 
themselves is also fascinating. 
As long as someone doesn't ac- 
tively attack you, you can ap- 
proach and click on the NPC to 
start a conversation. As the NPC 
talks, certain words are high- 
lighted; click on these to move 
to those topics of conversation, 
or just wait until the character 
finishes talking and choose an- 
other subject. To make things 
even more interesting, you can 
type in "keywords" that you've 
picked up from other NPCs to 
start a new branch of conversa- 
tion. Some of these people have 
lengthy stories to recount, and 
all of them add to the game's 
strong sense of background. 

The spellcasting system is 
original and efficient. At any 
point in the game, even in the 
midst of com- 
bat, you can 
click on your 
character's 
portrait and 
bring up the 
spell-memori- 
zation screen. 
Here you see 
several hands, 
each repre- 
senting a different movement. 
Every spell requires a specific 
combination of hand move- 
ments, and clicking on the hand 
icons in the correct order 
memorizes a spell which you 
can then use when you return 
to the game screen. As you dis- 
cover scrolls and talk with 
NPCs, you learn new hand 
combinations for creating new, 
more potent spells. It's very 
slick, and could serve as a strong 
basis for future spellcasting 
systems. 


Other parts of the inter- 
face, however, are nowhere 
near as impressive. To attack, 
for instance, you maneuver 
your character into place near 
the enemy; often it seems you're 
in the right spot, when in fact 
you're facing slightly the wrong 
way. 

Equally clumsy is the in- 
ventory screen, or, more par- 
ticularly, getting to it. The main 
game screen shows a graphic 
of the adventure area on top 
and part of the in- 
ventory screen on 
the bottom. To ac- 
cess your inven- 
tory, you click and 
drag the bottom 
section upward. 

There's nothing 
wrong with this, 
except you do it so 
often that you'll 
wish for an icon 
that would bring it 
up automatically. 

(You can use the 
"+" and keys, but that means 

taking your hand from the 
mouse and fumbling around 
the keyboard.) Furthermore, 
the icon for saving games is at 
the bottom of this screen, and if 
you hope to get very far you 
must save frequently. 

The game has another cu- 
rious detail, one that will fasci- 
nate some and infuriate others. 
To open some of the walls and 
doors, you step on pressure 
plates. But some of these plates 
require more weight than your 
character possesses, so you 
must literally push dead bod- 
ies around the corridors, trying 
to maneuver them on top of the 
plates to accumulate the needed 
weight. The fact that everything 
in this game actually has weight 
is a strong point in terms of 


realism, but the dead body ac- 
tivity is both a little gruesome 
and a tad silly. 

The plot is vast and very 
involved, and you can count 
on spending several hours just 
getting past the opening set of 
obstacles. Pay very close atten- 
tion to the NPCs you meet early 
in the game, and don't bother 
with shortcuts. You need all 
the experience points and items 
you can possibly find early on, 
or you won't have a chance by 


the time you reach the more 
dangerous areas. 

All in all. The Summoning 
is a solid effort. If Event Hori- 
zon and SSI can combine its 
originality with more consis- 
tently gripping game play, the 
next installment should be top- 
drawer. 

EP 


Hardware requirements: 
640 K RAM; VGA graphics; 
286 or faster; supports AdLib, 
Roland, Sound Blaster, and 
compatible sound cards; 
supports mouse (recom- 
mended). 



Returning to an NPC you encountered earlier, you find 
him more willing to make a bargain. Click on the high- 
lighted word to start a conversation about that topic. 
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Do You Have What It Takes 
To Win The Crown? 


(mm\ 

Siege & Conquest. 

King Charles of Bretagne is dead, without a 
clear successor to the throne. In the Middle 
Ages, this means WAR! It’s a war you intend 
to win, and a crown you intend to wear. 
Unfortunately, other inhabitants have the 
same idea. 

CASTLES II: SIEGE AND CONQUEST™ is 
a game of medieval diplomacy, treachery, and 
power. To win, you must survive. To survive, 
you must scout the surrounding territories, 
defeat the native militias, subjugate the land 
with castles, feed and maintain the people, 
forge diplomatic alliances, appease the church 
and unite the land under your iron fist. Did we 
forget to mention the other power hungry 
barons? They’re out to gain the same crown 
and you sit squarely in their path. 

CASTLES II: SIEGE AND CONQUEST is a 
completely new game system, based on the 
best-selling CASTLES™. In addition to 
building castles, you can now siege, attack and 
destroy them. Forge political and military 
alliances with the other computer players, or 
fight and conquer them in the fields or in their 
castles. Scout unknown territories, spy on and 
sabotage enemies, recruit infantry and cavalry, 



*4(1 tftroiMjfi Bretagne amt Europe, tot al 
torrfs gathered their forces to stake claim 



gather gold and grain, mine for iron, trade for 
timber and stone, research new weaponry, and 
pay the church for indulgences ...just a few of 
the fun things that go into a good, medieval 
day’s work! 

■ A completely new military , diplomatic and 
administrative strategy game based on the 
best-selling CASTLES™ 

■ Multiple computer players 

■ Ability to attack and defend 

■ Different story lines based on which 
personality you play 

■ Multiple ways to play and win 

■ Digitized movie footage 

■ VGA graphics and complete sound board 
support 

To order CASTLES II: SIEGE AND CONQUEST™ 
call 1-800'969-GAME, or see your local retailer. 
Coming Soon on MS-DOS! 



MS-DOS Screens Pictured. 


Interplay Productions 
3710 S. Susan, Suite 100 
Santa Ana, CA 92704 
(714) 549-2411 

© 1992 Interplay Productions. All rights reserved. 
CASTLES: SIEGE AND CONQUEST™ and 
CASTLES™ are trademarks of Interplay Productions, Inc. 
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B-17 FLYING FORTRESS 


LEE BUCHANAN 



During the Mis- 
sion Briefing 
you're shown 
"footage" of your 
targets. 


I ifteen miles from the target 
and under attack by a swarm of 
Me-109s, you hear the tail gun- 
ner in your B-17 cry out. He's 
been hit. But before you have 
time for that bad news to sink 
in, you discover that the No. 1 
engine is on fire. After setting 
off the fire extinguisher on No. 
1, you send the co-pilot to help 
the tail gunner slumped at his 
station. Y ou're already taking a 
beating, and you haven't even 
reached the target yet. Thank- 
fully, you're 
too busy trying 
to keep things 
under control 
to even think 
about what re- 
ception the 
Germans will 
have in store 
when your 
Flying Fortress turns around 
and lumbers back to the base in 
England. 

Sound a bit hairy? That's 
just a taste of the tense action in 
MicroProse's B-17 Flying For- 
tress, a new contender in the 
crowded arena of computer 
flight simulations. There are 
several great flight sims on the 
market, and B-17 might not 
stack up against the best of them 
when measured strictly on their 
terms. There is no campaign to 
direct, no mission-builder, and 
only one plane to fly. But the 
heart of Flying Fortress isn't 
found in the plane itself, but 
rather in the men who serve in it. 

As the manual says, "crew 
simulation" might be a more 
accurate description than 
"flight simulation" for B-17 
Flying Fortress. Giving orders 
and manipulating a ten-man 
crew is at least as important as 
flying the plane and manning 
the guns. In Flying Fortress, 
you're a sort of director of the 
B-l 7. You ha ve control over the 
crew, with responsibility for 
their careers, their skills — and 



Here's an all too common sight — a Flying Fortress plunging from the sky, 
trailing a plume of black smoke. 


their lives. 

Sure, the standard action 
of air-combat sims is here: fly- 
ing, bombing, and shooting 
down fighters. There's more to 
this simulation, however, than 
shoot-' em-up and head for 
home. The crew members get 
wounded with frightening fre- 
quency, and when they do you 
must order someone to tend to 
his fallen comrade. Crew 
members can also be dis- 
patched to repair damaged 
guns and other equipment. 

After the handsome 
opening screens, you're intro- 
duced to the crew and get to 
select your craft's name and 
nose art (the latter includes 
some scantily clad beauties, 
which is historically, if not now 
politically, correct). Crew 
members are each rated in the 
skills required to operate the B- 
17 — bombardier, gunner, 
navigator, radio operator, and 
pilot. Manually operate a po- 
sition, and the crew member's 
skill rating for that position 
increases. 

You and your crew oper- 
ate from bases in England, fly- 
ing missions against factories, 
bridges, docks, and railroad 
centers. The only way you'll 
make it back to the U.S. is to 
survive 25 missions — a feat as 
difficult here as it was in real 
life. 


The mission briefing se- 
quence is one of the best yet for 
a flight sim, with black-and- 
white "films" (made up of sharp 
polygon graphics) of primary 
and secondary targets. All 
flights start at the base, where 
you must taxi to the runway, 
take off, and join the formation. 
For those players who don't 
enjoy real-time flight, a time- 
skip function and autopilot 
helps get the mission under- 
way. 

The action heats up quickly 
when the formation comes 
under attack, and the polygon 
graphics are at their best when 
the player is fending off Ger- 
man fighters. Kills come in a 
wonderful variety: some planes 
spiral downward in a plume of 
smoke, while others are literally 
blown apart, losing wings and 
tail sections as they tumble end 
over end. 

From the cockpit, the play- 
er can view a sharply detailed 
instrument panel that must be 
viewed in three banks. Options 
for external views are numer- 
ous, and include a good sight 
of bombs hitting their target. 

You can switch to any of 
the positions on the aircraft, as 
long as there's a healthy crew 
member at that station. The 
computer takes over when the 
player jumps out of a position, 
but don't expect your computer 
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Your best friend is your worst enemy, 
over the MODEM! The new monsters are 
harsh, the new castles are breathtaking, 
the new scenarios are wicked, and the 
new SIEGE EXPANSION is everything 
you’ve been waiting for! 

Add Dogs Of War to SIEGE and get: 
More fantastic monsters, 

New Castle designs, and 
More Scenarios to Conquer! 

Plus, with a modem or serial link, experience 
Real-time Person to Person Combat!! 
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Mindcraft presents: Siege. Finally, a strategic 
simulation of pulse pounding, thought provoking 
medieval style castle assault. 

Fantastical elements challenge your leadership 
with a never-ending variety of contests and 
dilemmas. Should your knights sortie out against 
the attacking rabble? Is your wizard strong enough 
to throw another fireball into the enemy ranks? 


Siege gives you four castles to defend and attack. 
You can’t do it all yourself; you must depend on 
your vassals and their troops, each with their own 
abilities and skills. 

Prove your mastery of the art of Siege! Test your 
mettle in the existing sieges, or design your own 
scenarios. What if Highrock Fortress were held 
by trolls, or Usk’hem Gart by elves? 


■P MINDCRAFT 


2291 205th Street, Suite 201 , Torrance, CA 90501 

Actual screen photos from the IBM VGA version. 
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There's more to B-17 than flying the 
rugged craft. Gunners fall prey to flak 
and enemy fighters with alarming 
regularity, and it’s up to you manage 
the situation. 

pilot to manage the engines 
properly or your bombardier 
to hit the target. Until your 
crew gets better, in fact, you'll 
have to jump all over the place 
just to keep the big plane in the 
air and headed in the right di- 
rection. 

One of the more enjoyable 
aspects of B-17 is its scope, 
which goes beyond the mis- 
sion itself. If you're lucky 
enough to get home, you may 
find that one or two experi- 
enced crew members have to 
be hospitalized. (You get re- 
placements, but of course 
they're going to be green.) If 
the crew's performance war- 
rants recognition, it's up to you 
to recommend individuals for 
medals or promotions. Another 
nice touch is the addition of 
symbols to the nose of the plane 
to tally kills and successful 
missions. 

In typical Microprose 
fashion, the manual is complete 
and meticulously documented. 
The graphics, on the other hand, 
are a mixed bag. The cutaway 
view of the plane and the inte- 
rior screens are splendidly ren- 


dered and detailed, but the 
graphics of other objects — 
ground, clouds, and aircraft — 
are good but unremarkable. 
The palette is somewhat drab, 
and other planes aren't distin- 
guishable except at very close 
range. 

Simulated landings 
should be demanding, but at 
least for this weekend pilot, 
landing the B-17 is an exercise 
in frustration. In the cockpit, 
you can look at the instrument 
panel or look through the 
windshield — but you can' t do 
both at the same time. Trying to 
control throttle, pitch, and rate 
of descent while 
switching be- 
tween the views 
makes landing an 
overly difficult 
challenge. 

The tough 
landings are com- 
pounded by an- 
other frustrating 
oversight: the au- 
topilot function 
doesn't work for 
landings. The computer pilot 
will dutifully .take over at any 
other time — taking off, join- 
ing formation, and getting to 
and from the target. But con- 
trary to the instructions in the 
Technical Supplement, the fel- 
low refuses to help land the 
plane, and that's an especially 
maddening flaw given the 
views from the cockpit. 

The sound effects in B-17 
are another weak spot. Though 
B-17 supports themajorsound 
boards, the sound effects aren't 
up to the standards most play- 
ers expect in a 
flight simulation. 
With the excep- 
tion of the thud 
from the 

bomber's guns, 
which is excel- 
lent, most sounds 
are uninspired. 
There is no whine 
of falling bombs, 
no "chirp" on 
landing and no 
clatter as enemy 
fire strikes the B- 
17. Worst of all is 


the monotone engine noise, 
which doesn't alter pitch to re- 
flect changes in throttle. 

With the emphasis on crew 
interaction, B-17 just begs for 
digitized speech like that in 
Falcon 3.0. Hearing a gunner's 
cry when he's hit or the pilot's 
warning that the plane can't 
hold formation would be much 
more dramatic than just read- 
ing text messages. 

I'd also like to see a crew 
editor included so the player 
could command a personalized 
crew; with so much emphasis 
on the various duties involved 
in manning a B-17, such a fea- 


This is one of three hanks of 
instrument panels you can access in 
the cockpit. 

ture would enhance the game's 
ambience dramatically. 

While there are flaws, 
none alone is fatal to this inno- 
vative approach to air combat. 
B-17 Flying Fortress is a solid 
game, one that only requires 
support from its designers to 
become a first-rate simulation. 
Fine-tune the sounds a bit, add 
some digitized voices, and toss 
in a few more pre- and in-flight 
options, and B-l 7 could enjoy a 
long career on the hard drives 
of many flight sim fanatics. 

EP 


Hardware requirements: 
640K RAM; DOS 5.0, VGA or 
MCGA graphics; hard drive; 
386/16 or faster recom- 
mended; supports Ad Lib, 
Roland, and Sound Blaster 
sound cards; supports joy- 
stick (recommended) and 
mouse. 



The cutaway view lets you assess damage and casualties 
quickly. 
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REVIEWS 


SIEGE 


WILLIAM R. TROTTER 



Active units are 
highlighted in 
yellow. 


iege warfare is one of the 
most complex and fascinating 
phenomena in the annals of 
military history. There is an 
enduring appeal to the art and 
science of fortifications, espe- 
cially castles, and to the tech- 
nology needed to overcome 
them. Historically speaking, 
great sieges are the stuff of he- 
roic legend: Hector and Achil- 
les at the walls of Troy, Massada 
holding out against the legions 
of Rome, the Templar knights 
defending Malta against the 
Ottoman Turks, Davy Crockett 
and Company fighting to the 
last man at the Alamo... stirring 
stuff, indeed. 

But it's the sort of thing 
that's very difficult to repro- 
duce on a computer screen. In 
order to yield a satisfying and 
exciting simulation, a siege pro- 
gram must give players the 
ability to zoom in very close to 
the action, and then zoom out 
for a look at the entire battle- 
field. To succeed 
in either attack or 
defense, the game 
must provide a 
fine degree of 
control over not 
only the physical 
deployment of 
his various units, 
but — perhaps most critical of 
all — a chance to coordinate the 
timing of various actions. 

Until now. Interplay's Cas- 
tles was literally the only game 
in town. While Castles earns high 
marks for its beauty and its 
highly original concept, it is 
mainly a design-and-build pro- 
gram. The sieges depicted were 
mostly set-piece attacks that all 
tended to look alike, and the 
defender had only a modicum 
of control over his troops. In- 
terplay has promised that Castles 
II will feature a revamped and 
expanded system for siege 
combat, but as of this writing 
that title has yet to be released. 


Be sure to relieve or 
replace units that are 
weary or suffering 
heavy losses. 




Go to the Barracks to 
form and deploy new 
units. 


Along comes Siege by 
Mindcraft, one of the scrappi- 
est and most creative of the 
smaller game companies, and 
with its arrival the "envelope" 
for siege simulations isn't just 
pushed, it's torn to shreds. 

Based loosely on events 
and incidents in Mindcraft's 
earlier Magic Candle games. 
Siege gives you the opportu- 
nity to attack or defend four 
extremely different castles. 
Each setting offers six scenarios 
with different mixes of troops, 
some favoring the defense, oth- 
ers pretty evenly balanced. 
Whichever scenario you 
choose, the difficulty level can 
be set before combat begins: an 
easier setting does not alter the 
fighting characteristics of any 
units, it simply lets you deploy 
a greater number of warriors. 

All scenarios begin with 
the game paused, giving you a 
chance to look around and as- 
sess the overall situation. Once 
you're familiar with what's 
going on, call up the Barracks 
screen and deploy troops or 
heavy weapons. Active units 
are highlighted in yellow, 
meaning you can issue a multi- 
tude of orders, telling that unit 
where to go and what to do 
when it gets there. Since no- 
body moves until you release 
the game from its pause mode, 
you can coordinate the actions 
of several units before settling 
back to see how your plans 


work out in action. 

If you choose to play as the 
attacker, you'll have to con- 
struct bridges, scaling ladders, 
siege towers, and battering 
rams. Assign archers to give 
cover to assaulting units, or tar- 
get your catapults to batter 
down a section of wall. The 
defender, of course, must try to 
sink those pontoon bridges, 
shatter those siege towers, and 
pour flaming oil down on the 
heads of anyone trying to climb 
those scaling ladders. 

Engineers are the back- 
bone of a siege army. Each en- 
gineer you deploy can carry 
one section of a bridge, a lad- 
der, or a siege tower. The big- 
ger the item, of course, the more 
engineers needed to carry all 
the parts. It's best to send extra 
engineers into combat to com- 
pensate for losses; otherwise 
your catapults may cease to fire 
and your towers remain 
unbuilt. 

Press the H key and all 
combatants are superimposed 
with "histograms" — small bar 
graphs that depict the health 
and energy of troops on both 
sides. If your own men seem to 
be flagging, use the Replace or 
Reinforce commands to bring 
fresh troops from the barracks. 
If an enemy unit seems to be 
weary, you can redouble your 
efforts, perhaps using the Split 
command to outflank or sur- 
round the enemy force. 
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This medium-close view is most useful 
for planning troop movements. 


Given the complexity of 
siege battles, and the wide vari- 
ety of commands that are neces- 
sary for either a successful de- 
fense or a successful conquest, a 
game like Siege stands or falls on 
its interface. Mindcraft has done 
a splendid job, creating an inter- 
face that is both sensible and 
efficient. This is not meant to 
deny the complexity of the pro- 
gram, for it is very likely that 
you'll feel overwhelmed during 
your first few scenarios. Siege is 
a real-time simulation — no "tak- 
ing turns" here! — so the enemy 
is always as busy or busier than 
you are. Just remember to pause 
action until you regain compo- 
sure. And never let yourself get 
so caught up in the epic battle 
for control of, say, the southeast 
tower, that you forget to zoom 
out and see what the enemy may 
be doing at the northern gate. 

Siege gives you a remark- 
able degree of control over your 
troops. Command a unit to go to 
a certain spot and it wall march 
there, waiting for further orders, 
yet prepared to defend itself if 
attacked. Y ou can perform flank- 
ing attacks, mass archers for fire 
support, or conduct sorties from 
the castle out into the country- 
side. Once a unit is active, sim- 
ply select the command you 
want and designate, with an easy 
mouse-drag, the area where that 
command is to be carried out. 



Use the strategic view to keep up with 
the overall situation. 



Launch flaming oil 
from your catapults 
to destroy enemy 
bridges and siege 
engines. 


Ranged weapons — cata- 
pults and ballistas — can be tar- 
geted to bombard a selected 
portion of the battlefield, or they 
can be precisely targeted with 
cross hairs to concentrate on a 
bridge, a section of wall, or even 
an individual (a powerful hero 
or a magician, for example). 

At the conclusion of each 
day's fighting, the computer 
summarizes losses for the day 
and tells you how many of your 
previously wounded soldiers 
have been released from the 
hospital and how many have 
deserted. (Desertions take place 
when the ratio of friendly- ver- 
sus-enemy losses becomes dan- 
gerously one-sided.) 

Graphically, Siege is one of 
the most exciting programs 
we've ever seen. There may be 
several hundred individual sol- 
diers maneuvering and fighting 
on the screen at the same time. 
Clouds of arrows fly, engineers 
rush forward to build their 
bridges and battering rams, 
troops swarm up scaling lad- 
ders only to be greeted with jars 
of flaming oil dumped on their 
heads. Melee battles are intense, 
and when the outcome has been 
decided, the walls or the land- 
scape around the moat are lit- 
tered with twisted, bloody 
corpses. 

The scenarios provided 
with the game are many and 
varied, but Mindcraft has also 
included a do-it-yourself option 
which allows you to modify ex- 
isting scenarios, or take one of 
the programmed castles and de- 
vise a totally new scenario from 
the ground up. 

Mindcraft has patterned the 
troops in Siege after the various 
races found in the Magic Candle 
games, which means armies 


may be composed of ores, 
dwarves, trolls, and goblins, as 
well as humans. In some ways 
that decision may work against 
Mindcraft's best interests, be- 
cause many war-gamers won't 
touch a game that smacks of 
swords-and-sorcery. And that 
would be a pity in this case, 
because Siege is a terrific war 
game, goblins or no goblins. If 
the inclusion of fantasy charac- 
ters bothers you, just pretend 
the armies are made up of 
Saracens and crusaders, or Ro- 
mans and Carthagians — what- 
ever fires your imagination. 

If that doesn't do the trick, 
go into the editing mode and 
generate armies composed of 
nothing but human warriors. If 
you do that, however, you miss 
the fun of watch- 
ing berserk axe- 
wielding 
dwarves chop- 
ping their way 
through the en- 
emy, or Blue 
Wizards hurling 
fireballs, or the 
amazing giant spiders that have 
no need for ladders in order to 
scale a castle's walls! 

Anyway you look at it, any 
way you choose to play it. Siege 
is a hugely ambitious and suc- 
cessful simulation, filled with 
powerful images and swift- 
moving action. 

EP 


at mt 

1 /Hi. 


The Histogram 
feature superim- 
poses bar graphs 
indicating the 
health and en- 
ergy level of en- 
emy troops. 


Hardware requirements: 
640 K RAM; VGA graphics; 
hard drive; 12 MHz 286 or 
better; supports all major 
sound boards; mouse re- 
quired. 





BIRDS OF PREY 


LEE BUCHANAN 


o 
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Choose a wea- 
pons load from 
this pre-flight 
screen. 


ne of the most success- 
ful categories of PC gaming 
software is the air-combat 
simulation. And that popular- 
ity has undoubtedly helped 
spur the release of several 
crackerjack flight sims in the 
past couple of years, including 
Aces of the Pacific, Secret Weap- 
ons of the Luftwaffe, and Falcon 
3.0, to name a few. Each has it 
owns distinct strengths, but all 
of them set a high standard for 
the competition. 

Into this tough market 
comes Birds of Prey, a flight sim 
created by Argonaut Software 
and distributed by Electronic 
Arts. Birds of Prey promises a 
lot, with over 
40 modern 
aircraft to 
choose from 
as you take to 
the skies in a 
fictional East- 
West war. 
And the vari- 
ety of mis- 
sions is also encouraging: tan- 
gling with elite fighters, flying 
in support of ground forces, 
escorting bombers, and con- 
ducting surgical strikes and 
airborne operations. 

Birds of Prey aims high, but 
unfortunately it falls far short 
of its mark. The variety of air- 
craft — the game's strength — 
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is simultaneously its downfall. 
Those 40 planes are somehow 
packed into just over 400K on 
the hard drive, and once you 
hop into the cockpit of one it 
becomes apparent how the 
designers squeezed so much 
into such a small space — the 
cockpits of all 40 planes are 
identical. 

After creating a pilot, you 
choose a mission type from an 
attractive menu consisting of 
various combat scenes. Next 
select which side you want to 
join (cleverly named "A” and 
"B") and your home base or 
carrier. Although you can fly 
any type of plane on any mis- 
sion — even a 747 jumbo jet in 
the role of fighter-intercepter 
— the menu offers a selection 
of aircraft suitable for a par- 
ticular mission. Choose a 
bombing mission for side A, 
for instance, and you can fly a 
B-52 or a B-1B. 

After arming the plane 
with a generous selection of 
air-to-ground or air-to-air 
missiles and bombs, you're off 
to the hanger or the carrier 
deck. In one respect, it's not so 
annoying that all the cockpits 
are the same: The view is a lot 
better without the instrument 
panel. Toggle off the instru- 
ments and you get a panoramic 
view through the windshield 



Birds of Prey sports an amazing variety of missions, but in this case there 
isn't strength in numbers. 



Switch to an external view as you 
send a missile speeding to its target. 


with HUD displays tailored to 
the individual planes. 

Another disappointment 
are the graphics, which would 
have been state of the art a few 
years ago but pale in com- 
parison with the more recent 
flight sims. The landscape is 
flat, with an occasional snow- 
capped triangle to break the 
monotony. The sky, however, 
is much more satisfying, with 
a nice color gradient from the 
horizon upward. Exterior 
views of the player's aircraft 
and other planes, though nu- 
merous, are uninspired and 
difficult to manipulate. And if 
you're shot down, you'll 
merely see a mass of geometric 
shapes instead of a colorful 
bitmapped explosion. 

You can fly with either a 
joystick or mouse, but both 
were rather jumpy on my 486, 
making accurate control diffi- 
cult. 

Despite its flaws. Birds of 
Prey has some merits that 
shouldn't be overlooked. For 
gamers who don't want to 
commit an acre or two of their 
hard drive for a flight sim. Birds 
of Prey offers a broad array of 
modern aircraft. The variety of 
missions and a strategic view 
of the conflict are also pluses. 
But with all the excellent flight 
sims on the market today, I 
can't recommend Birds of Prey 
to the serious aficionado. 
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Hardware requirements: 
640K RAM; VGA or EGA 
graphics; hard drive; 386/ 1 6 
or faster recommended; 
supports Ad Lib, Roland, and 
Sound Blaster sound cards; 
supports mouse and 
joystick. 
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ollow the sun and the scent ot coconut oil straight to Fort 
Naughtytail where Ernie Eaglebeak parties hardy with his 
fraternity pals in this high energy seaside romp. Ernie is 
hoping to find sand in all the wrong places, but ends up 
battling a rival fraternity from back home in a series of zany 
beach contests complete with gorgeous babes, wet T-shirts, 
mud wrestling and body surfing. 


Welcome to the Royal Inlesla 
Hotel... 


VESA compatible Super VGA 
support. 


rnie must use his wits and a healthy dose of magic to 
save the honor of his fraternity. There’s a lot to do, and the 
Ft. Naughtytail Police Dept, is desperately trying to 
keep everyone from doing it! 


. . . where you can relax alter a 
day on Ihe beach... 


Richly detailed environment 
allows unlimited exploration. 


256-color VGA! Stunning original 
art plus digitized ‘‘Girls ot Spring 
Break. " 


...or enjoy the finest in evening 
entertainment. 


IJI LEGEND 

w ENTERTAINMENT COMPANY 


© 1992 Legend Entertainment Company 
Speltcasting 301 : SPRING BREAK is a trademark of 
Legend Entertainment Company. 

ALL RIGHTS RESERVED. Actual VGA graphics shown. 


14200 Park Meadow Drive, Chantilly, VA 22021 
Distributed by Accolade. Inc. 

To order, visit your local retailer 
or call 1-800-245-7744 
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HEAVEN & EARTH 









luzzle fans who complain that 
most games aren't challenging 
enough can whine no more. 
Heaven & Earth, a new game 
from Disney's adult-oriented 
software division, Buena 
Vista Software, requires the 
concentration and brain flex- 
ibility needed to pass a MENSA 
test. 

Heaven & Earth may well 
be the first philosophical com- 
puter game. Based on the 
teachings of Shambhala, a fol- 
lower of Buddha, it seems (ac- 
cording to the instruction 
manual) geared to helping an 
enlightened society transcend 
to a more celestial realm. Nice 
work if you can 


In "The Pen- 
dulum," you 
must balance a 
swinging 
pointer in the 
heart of an orb. 
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get it. 

In "The Pen- 
dulum," the 
first game, a 
giant pendu- 
lum swings 
above a shal- 
low dish con- 
taining one or 
more "positive vortexes" or 
orbs. You look down at the dish 
from a 60-degree angle and 
control the arc of the pendu- 
lum by moving your mouse (or 
with the directional arrow 
keys). Slowly and painstak- 
ingly, you make an orb disap- 
pear by making the pendulum 
stop directly over it. 

The second game, "The 
Card Game," is the easiest of 
the three, although you'll need 
the instruction manual as a ref- 
erence long after you've 
learned the basic rules. The 48 
cards are assigned a landscape, 
an element, and a season. 
About half also have a celestial 
or meteorological phenomena 
— an eclipse, tornado, rainbow, 
and so on. As the cards are 
dealt in four rounds, you must 
make the best possible hand, 
using as many cards as pos- 
sible. You can collect tricks of 
like landscapes, opposite 
months, and collections of ele- 
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ments or seasons (or both). 
Special scores are possible us- 
ing the phenomena cards, 
which appear randomly in 
each game. 

"The Illusions" section is 
made up of a dozen mind- 
games and puzzles involving 
spatial relationships. In "Fig- 
ure Ground," you rearrange 
squares on a grid to match a 
model. In "Anti-Maze," you 
move a single square through 
a maze in which you can pass 
through some solid walls and 
can't pass through some 
seemingly empty passage- 
ways. And in "Convex Con- 
cave," you construct optical 
illusions — many based on 
the works of M.C. Escher — 
from supplied blocks. 


The graphic work in all 
three games is fantastic. The 
256-color VGA graphics in 
"The Pendulum" are appro- 
priately soothing, while the 
high-res 16-color graphics are 
perfect for the highly detailed 
animation of the card sets. 

All the games are chal- 
lenging, but there are a couple 
of annoyances in "The Illu- 
sions." Because you can ad- 
vance at will, you can't get 
stuck in a section. But you can' t 
save any of the sections in 
progress either, so you must 
finish in one sitting if you plan 
to check that section off the 
records table. And there's no 



"The Illusions" is made up of a dozen 
spatial-relationship puzzles featuring 
matching, mazes, and maneuvers. In 
"Flip Turn," you must rotate the 
shapes in the four boxes until they 
form the composite model. 

working room for many of the 
spatial-relationship puzzles. 
You're given a grid or area 
exactly the size of the finished 
model, and can't move pieces 
outside that area. And once 
you've placed two pieces to- 
gether, they're locked and can't 
be moved except as a unit. 

Heaven & Earth is also 
hindered by its irritatingly fre- 
quent copy protection in which 
you answer questions from 
the game manual, 
without even a 
page number for 
guidance. You 
must answer a 
question when you 
load the game, be- 
fore you play any 
of the three divi- 
sions, and often 
when you exit a di- 
vision. 

Demanding 
and occasionally 
trying. Heaven and 
Earth can some- 
times be too much work to be 
fun in the usual sense. But 
it's certainly an impressive 
achievement, and if you've got 
the time, the I.Q., and the coor- 
dination, Heaven and Earth of- 
fers a rewarding gaming expe- 
rience. 

EP 


Hardware requirements: 
640K RAM; VGA, MCGA, 
EGA, or Tandy 16-color 
graphics; 286 or faster; hard 
drive required; supports most 
sound cards and the Disney 
Sound Source; supports 
mouse (recommended). 



" The Card Game" is the easiest section, but it still 
takes time to master. 
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THEY'RE BACK... 

with new skills, for a new world! ! ! 


* 12 Brand New Tribes of Lemmings, 
each with their own skills. 

* Skiers, Surfers, Balloonists, Archers... 

* 256 Brilliant VGA Colors 

* Hilarious Animation 

Psygnosis 

29 Saint Mary’s Court 
Brookline, MA 02146 


A 



production designed by 



* 8-Way Scrolling 

* Enhanced Sound Support with 
Digitised Lemming Voices. 

* Riveting game play & more! 


Tel: (617) 731-3553 
Fax: (617) 731-8379 
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THE CARL LEWIS CHALLENGE 









Wiggle the mouse from left to right to 
make your athlete run faster in thelOOM 
Sprint. 


The hurdles are 
easiest to jump 
when using the 
Gearing con- 
trol method. 
Press the jump 
button as soon 
as the gear 
meter is only 
one or two 
clicks away 
from a hurdle. 


I sygnosis has a treat for all 
of you die-hard Olympic fans 
out there — you can now re- 
create some of your favorite 
moments of the 1992 Summer 
Olympics with The Carl Lewis 
Challenge. You control a team 
of the world's top track-and- 
field athletes in a race for the 
gold in five different events: 
the 100M Sprint, 110M 
Hurdles, the Javelin Throw, the 
High Jump, and the Long 
Jump. 

The Carl Lewis Challenge 
offers several play options. Y ou 
can concentrate solely on train- 
ing your athletes and let the 
computer determine their per- 
formance, or you can drop all 
of the statisti- 
cal stuff and 
jump right in- 
to the action 
with the ar- 
cademode (in 
arcade mode, 
however, 
your squad always has aver- 
age performance characteris- 
tics). In the full simulation, you 
determine your team's train- 
ing strategies and control the 
action to boot. 

You and up to three other 
human players are given five 
weeks of game time to get each 
of your squads into competi- 


tive shape. At the beginning of 
each week you'll plan a train- 
ing schedule for every athlete. 
With ten different exercises at 
your disposal, it's up to you to 
decide how much time an 
athlete should spend on each 
one. If a member of your team 
has a low agility rating, for 
example, he should concen- 
trate on Static and Ballistic 
Stretches. Looking for more 
power? Increase the amount 
of time spent on Isotonics and 
Isometrics. 

With every exercise you 
decide how long each each 
athlete's workout session will 
be, how frequent the sessions, 
and the level of intensity while 
performing an exercise. These 
different factors are difficult to 
balance at first, but with time 
you'll be cranking out world- 
class athletes. (A hint book is 
included to help you get 
started.) 

Once you've come up with 
a well-balanced team, it's time 
to compete in international 
competition. This is where you 
finally get to see the fruits of 
your labor. If you trained your 
squad well, they 
should have an easy 
time against the com- 
petition. If you did 
your job poorly, it 


Timing is everything in the Javelin 
toss. Prepareyour throw early in your 
approach to get it off before crossing 
the fault line. 

won't take long to find out. 
Three methods of control — 
Speed, Rhythm, or Gearing — 
allow the player to customize 
the game to his or her liking. 
For instance, some people may 
prefer the quick reaction style 
of Gearing to the rapid button- 
smashing in the Speed method. 

The Carl Lewis Challenge is 
a nicely executed simulation. 
It's more flexible than most 
games in this genre, with fea- 
tures that breathe life into what 
could have been a simple ar- 
cade game. The graphics are 
very well drawn and smoothly 
animated, and the multi-player 
option can be a lot of fun. In 
fact, the single drawback is that 
you only compete in five events 
— but then again that's all the 
events in which Carl competes. 

BP 


The High Jump can be one of the harder events at first, but you'll quickly get the 
hang of it. The trick is to kick your legs out at just the right moment as you sail 
over the bar — this should give you a little more room. 


Hardware requirements: 
640 K RAM; VGA graphics; 
supports AdLib and Sound 
Blaster sound cards; supports 
mouse and joystick. 
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THE MOST HIOHG 
i RATED GAME iti 
» _ FOOTBALL. 


^■FTor John Madden “Football’s 

a fame of ratings and matchups!’ 

That's why John Madden FootbalHI captures 

— T" j ^ all the subtle nuances, all the ■■ |J 1 1 1 ■ ftl 1 1 |Jt 

personality of the game itself. || ■ 

You’d expect that with up to 8 Pv , Jj 

| ratings per player, 35 players per ,£3 

I team, 28 pro caliber teams, plus \v H 

I an All-Madden squad. KW A • 

What you might not expect t E ^b»-- t &( 

I SSc ■ - ‘ i I V? 1 

Design your own plays. Or choose I ' IKI 

from Madden’s new playbook 
packed with over 80 offensive and 
100 defensive plays.Your game 
plan has to take into account every I 

facet of the game: injuries, penal- - 

ties, and, of course, the plan of .* * £ ' ' ;'ir t f 

the guy pacing the far sideline. 1 : — 

The challenge to tackle is 

making the right call, the right one-on-one matchups. Every down. On both sides 
of the ball. Kind of like chess with shoulder pads. 

Of course, the action’s brought to you by the highest rated sports network: EASNI 
Providing stunning 3-D field perspectives. Instant replays. Stats at any time. 

And play-by-play analysis and help from Madden himself. 

It’s no wonder John Madden Football earned such positive ratings. 

OMNI, for example, called the original “Computer Sports Game of the H 
Year.” And this version’s even more intense. 

Visit your local EA dealer or call (800) 245-4525 anytime to order. H 
Then see how you rate - ^ _ 

in Madden’s league. — x i£ 

electronic arts® jfl M 


Strategy is the name of the game. If you 
dominate the one-on-one matchups, you ’ll 
have a future in this league. 


EASN delivers every dimension o f football: 
3-D field view and 256-color VGA support. 


fadden dissects thi 


ie action like a surgeon 
with in-depth analysis on every play. 


Available for IBM and compatibles lor $49.95. Ad Lib®1hndy,®DAC. 
Sound Blaster, ™Covox Speech Thing nl 5upported. John 

Madder: Ku.rUil. arul IASS .ire tradvm.irkM.I Kin Irm Vafl 

Arts. Ad Lib is a registered trademark ol Ad Lib Inc. 

Sound Blaster and CMS are trademarks of Creative 
Labs. Covox Speech Thing is a trademark of Covox Inc. 
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GOBLIIINS 


STEPHEN POOLE 


T his delightful little puzzle 
game comes to the U.S. from 
Coktel Vision, a French soft- 
ware publisher whose prod- 
ucts are distributed in the U.S. 
by Sierra On-Line. Despite the 
warning on the box — which 
says Cobliiins "Contains hard 
puzzles for hard-core players!" 
— experienced problem-solv- 
ers will encounter only a couple 
of sticking points during the 
course of the game. But even 
though Gobliiins is a bit on the 
short side, it's guaranteed fun 
from start to finish. 

The title refers to three 
imps — Bobo, Dwayne, and 
Hooter — who have banded 
together for a special mission 
to restore peace to an unnamed 
land. Some mischievous sub- 
ject is using a voodoo doll to 
ceaselessly torment the king, 
pricking him with pins, tick- 
ling him with feathers, and 
scaring him with spiders. You 
control the three "gobliiins" as 
they try to find the wizard Niak 
and bring him to the castle to 
affect a cure. 



Each goblin has a special 
power: Bobo can punch ob- 
jects and climb ropes, Dwayne 
can pick up, carry, and use 
objects (only one item at a time, 
though), and Hooter can use 
his magic to transform things 
or move them. It might seem 
like a needlessly complex setup 
for a puzzle game, since you 
could assign all those powers 
to one fellow. But several 
puzzles are designed so that 


You lose ener- 
gy anytime 
Dwayne, Bo- 
bo, or Hooter 
are frightened 
by something. 



The manual tells you that you need to 
retrieve the diamond at the far right, 
but the goal in many of the other 
puzzles isn't so clear. 

you need two or three imps, 
and if you controlled only one 
character you'd miss the an- 
tics of the other two as they roll 
their eyes, shake their heads, 
and tap their feet in impatience. 

Each game screen is an 
individual puzzle which must 
be solved before you can re- 
trieve a valuable object and/ 
or advance to the next screen. 
Make the wrong move, and an 
energy bar at the bottom of the 
screen is depleted; run out of 
energy, and you must enter a 
password or play the level over. 
The manual provides enough 
info to get you started, but of- 
ten you're not sure just what it 
is you're supposed to do. 

The first puzzle illustrates 
this perfectly. The three gob- 
lins, standing outside Niak's 
house, must find a pickaxe in 
order to unearth a diamond to 
exchange for admittance to the 
testy wizard's abode. Bobo 
punches an archway, causing 
a horn to fall from a buffalo's 
head; Dwayne picks up the 
horn and blows it, which 
makes a limb fall from a tree; 
then Hooter casts a magic spell 
on the limb, and voild! — the 
limb becomes a pickaxe. 

Of course, the puzzles get 
progressively harder, with up 
to 25 or 30 steps required to 
solve some of the more intri- 
cate problems. True, there are 
a couple of spots in the game 
that'll have you pounding your 
keyboard and pulling your 
hair, and novice or average 
puzzle fans could spend a fair 
amount of time getting to the 
end. But with only 22 screens 
in all, hard-core players will 


feel that the challenge is over 
all too soon. 

And one of the main rea- 
sons they'11 be ready for more 
is the distinctive VGA artwork. 
The rich, vibrant colors per- 
fectly match the cartoonlike 
mood of the game. Yes, it's 
low-res VGA, but the detail is 
more than satisfactory for this 
sort of game, and it looks as 
though the designers used all 
256 colors on some of the busier 
screens! 



Gobliiins is attractive, addictive — 
and environmentally correct?? 
After chasing Niak all over the place, 
you discover that he's dumping fairy- 
tale toxins into the kingdom's water. 

Sound support, however, 
is a different story. Gobliiins 
has very few sound effects, and 
there's no music whatsoever. 
It could be argued that a musi- 
cal score wouldn't add much 
to the game's depth, but it 
would be nice if there were 
dittys for the intro and finale 
screens. 

Gobliiins will probably 
retail for much less than 
Sierra's standard fare, and if 
that's the case you'll want to 
snatch this one up. Its intelli- 
gent design and cute good 
looks will hook you right from 
the start. 

fiP 


Hardware requirements: 
640K RAM; VGA graphics; 
supports AdLib, ProAudio 
Spectrum, and Sound Blaster 
sound cards; supports 
mouse (recommended). 
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TComprehensh 
of Warfare in \ 


h36 CMC has seen Panzer 
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THE MILITARY 


D-Day Landings 
Battleplan Map 

Authentic Wartime 
Newspaper Reprint 


ion 


The level of control is up to you, if you wish, 
you can let the computer handle the 'hands 
on * 1 side of actual combat. 


Take full command of up to 
on over 20 historically 
accurate predefined maps ranging in 
size from 625 to 10 million square 
kilometres. Locations range from ti 
Sahara and Russian Steppes to tfa 
Battle of the Bulge in the Ardennes 

and the D-Day landings. 

■ The Amazing Map-Editor allows 
you to modify the exsisting maps and 
create new ones of your own. This option is available at any time 
allowing you to pause and enter the editor to modify the forces. You can 
even swap sides! jjfl 

I Control either Allied or Axis forces from the level of Field Marshal 
right down to tank driver. 

• As Field Marshal coordinate strategy for all groups of tanks, 
convoys, aircraft, ships and production centres. 

•As General, control the fighting of an individual battle with as many 
as 16 active tanks plus artillery and air support. 

•As a Tank Driver/Gunner experience the battle in stunning 3D. 
The most sophisticated computer wargaming system ever 

DEVISED FOR THE HOME COMPUTER, USING ACCURATE BACKGROUND 
INFORMATION FROM WW2 CAMPAIGNS AND INDIVIDUAL BATTLES. 

Experience the sheer pressure and anxiety of planning the 
world's most famous battles. 


■ Over 150 vehicles, each one dis- 
played in Super Fast 3-D; Russian, 

American, German & British tanks, 
artillery, support vehicles, aircraft 
and ships . Campaign gives you 
control over all aspects of combai 
\cluding airstrikes and sea battles. 

I Your playing area covers a stag- 
gering 10 million square kilometres 
of detailed terrain featuring towns, 
villages, rivers and woodland. 

B Breath-taking graphics that are 
accurate in every detail, give a unique 
atmosphere of realism. 

I Over 1 00 Kilobytes of 3-D shape 
data used to create the vehicles. 

H Sound Blaster, Ad-Lib & Roland 
sound card compatible. 

I Available on IBM PC & Amiga 

empire 

Readysoft Software Inc. 30 Wertheim Court, Suite 2, Richmond Hill, 
Ontario, Canada L4B 1B9 Telephone (416) 731 4175 


The 

Campaign Concept 
Includes:- 


Campaign Gaming 
System Software 


Map Editor Software 


Extensive User Guide 
and Gameplay Manual 
Incorporating Historical 
Background, Vehicle 
Factfinder and 
Campaign Maps 


2 World Warll 
Propaganda Posters 


2 World War II 
Propaganda Postcards 




FOLLOW THE READER 


LESLIE MIZELL 


D 

I; oor Sally, Dick, and Jane. 
Generations of children 
learned to read by following 
the escapades (if you could call 
them that) of these super-sweet 
tykes. Spot runs away. Puff 
sleeps on the television set. 
Dick and Jane go to school. 
Yawn. 

But these generic para- 
gons pale next to educational 
programs like Follow the 
Reader, an introductory-level 
reading program starring 
Mickey Mouse. Using bright 
graphics, great sound effects, 
and characters a lot more fa- 
miliar to kids than Dick or Jane, 
Walt Disney Computer Soft- 
ware's Follow the Reader teaches 
preschool through first-grade 
children new words and basic 
sentence structure, as well as 
values such as friendship, good 
nutrition, pet care, and eco- 
logical awareness. 

Kids use a point-and-click 
interface to build sentences 
which take Mickey through an 
average mouse-day. After he 
wakes up, for example, he 
might play with a yo-yo, wash 
the dishes, climb into his tree 
house, call up his buddies, 
make sandwiches, build a kite, 
cycle to the beach, collect trash, 
then head back home for an 
evening with a book. There are 



A day at the beach might include 
surfing, building a sand castle, or 
listening to the ocean — or some other 
oddball things — in a shell. 

dozens of choices to make, and 
it's very easy to scroll through 
the different options. Once a 
story is completed and 
Mickey's gone to sleep, it's 
possible to print out the entire 
story, including illustrations to 
color. 

Exploration of Mickey's 
world has no time limit; kids 
can spend as much or as little 
time in Mickey's house, the 
park, or the beach as they want. 
And there's absolutely no 
frustration involved — there's 
no way a child can do anything 
wrong. 

Once a selection is made, 
a low- voiced, enthusiastic (but 
not gushing) female reads the 
sentence while Mickey per- 
forms the action. Seeing, then 
hearing, the sentences should 
help children learn difficult 
words such as "vacuum" and 
"laundry," as well as reinforce 
familiar favorites like "pizza," 
"spaghetti," and "telephone." 



jTheiWie j^ 


Some of the woodland animals in the 
park look like they may be visiting 
from other Disney productions. 

Follow the Reader has a few 
minor shortcomings. For one 
thing, Mickey's the only char- 
acter who does anything. Pluto 
makes occasional appearances, 
and you can feed him until he 
should be ready to bust. You 
can also phone Goofy or invite 
Minnie or Donald (not both) 
over for the day. But none of 
these characters do anything 
but follow you around; in fact, 
Minnie just stands there and 
simpers — rodent or not, she's 
not a great role model. 

Another thing is that the 
program is a bit on the short 
side. There are 11 different 
screens in Follow the Reader — 
five in the house, two outside 
the house, three at the park, 
and one at the beach. Young- 
sters will probably get plenty 
of mileage out of these locales, 
but older kids and more ad- 
vanced readers might start 
wishing for a few new sites. 

Still, Follow the Reader is 
definitely worth the purchase 
price. An afternoon interacting 
with Mickey won't replace 
sitting in Mom or Dad's lap 
with a book, but it's far and 
away better than a few hours 
of television. 

EP 


Hardware requirements: 
640 K RAM; VGA, EGA, or 
Tandy 16-color graphics; 
hard drive; supports most 
sound cards and the Disney 
Sound source; supports 
mouse (recommended). 




Mickey can call Minnie, Donald, or Goofy for a chat. 





ReadySoft Incorporated 
30 Wertheim Court, Suite 2 
Richmond Hill, Ontario. Canada L4B 1B9 
Tel: (416) 731-4175 Fax: (416) 764-8867 


"Dragon's Lair" is a registered trademark ol Bluth Group, Ltd. ©1989. “Dragon's Lair III: The Curse of Mordread” - 
©199? Don Bluth Multimedia, Inc.; Character Designs ©1983 Don Bluth; ©1989 all audio, visuals and concept • Don 
Bluth Multimedia, Inc, ALL RIGHTS RESERVED; Programming ©1992 ReadySoft Incorporated. 


CRUISE FOR A CORPSE 
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Are these the 
quarters of a 
butler with 20 
years' service? 
Perhaps there's 
more to this 
servant-boss 
relationship 
than meets the 
eye. 


ut of the blue — like a 
surprise witness at a murder 
trial — comes Cruise for a Corpse 
from U.S. Gold, a mystery 
game that gives Laura Bow a run 
for her money. Developed by 
Delphine Software, Cruise for 
a Corpse employs the same 
Cinematique system used in 
Out of This World, making 
Cruise one of the most playable 
mysteries around. 

The story is a traditional 
whodunit. Industrialist Niklos 
Karaboudjan invites some 
friends on a Mediterranean 
cruise, but is repaid for his 
hospitality by being murdered 
the first night at sea. As In- 
spector Raoul Dusentier, it's 
your job to 
track down 
the killer; the 
suspects 
range from 
Karaboudjan's 
priest to his 
accountant. 

In this very 
logical game, 
you don't search every nook 
and cranny solving puzzles 
within puzzles. Instead, you 
question a suspect, then use 
that character's answers to 
move immediately to another 
person or location. It's not until 
the mystery's almost unrav- 
eled that it becomes necessary 
to wander around waiting for 
something to happen. 

Moving about the ship is 
a simple matter of accessing a 
map and clicking on your des- 
tination, and mouse-based 





Like any good mystery movie, Cruise 
for a Corpse features black-and-white 
flashbacks. 


LESLIE MIZELL 


H Some of the 

cutaway screens 
are quite dra- 
matic. 


menus make it easy to ques- 
tion suspects. These two fea- 
tures make the game extremely 
quick and user-friendly — a 
pleasant change of pace from 
the cumbersome interface in 
The Dagger of Amon Ra. 

Nonetheless, there are 
annoying aspects to the game. 
You can only get certain an- 
swers if you question suspects 
in a particular room, and you 
must occasionally repeat 
questions as the game pro- 
gresses. The inspector seems 
indifferent about possible evi- 



In other mysteries, a childhood 
souvenir may point toward mental 
disturbance. But check this music box 
for a secret compartment instead. 

dence, too; there may be some- 
thing stuck in a drain, for ex- 
ample, but he's not about to 
waste time finding out what it 
is. And what's the meaning of 
the cryptic message "There's 
no razor this time" when you 
search a trash can? There never 
was a razor — not in this re- 
ceptacle or any other! 

But those complaints are 
nothing compared to the hor- 
rendous copy-protection code 
wheel. Even if you make al- 
lowances for its tiny windows 



If you get stuck after the attempt on 
Dick's life, wander around the deck. 
Some of the passengers have suspicions 
to share with you. 

and colors that only vaguely 
resemble those of the objects 
on-screen, it's hard to excuse 
the two separate entries you 
must make every time you play 
— and each entry may contain 
up to four icons. It's almost 
enough to make you leave 
Cruise up and running all the 
way to the finish. 

Once you've delved into 
the mystery, however, you'll 
find Cruise intriguing, well- 
constructed, and inventive. 
And even though you never 
really find out why those gre- 
nades are in the hold, you'll be 
glad you played. 

EP 


Hardware requirements: 
64 OK minimum memory; 16- 
color VGA, MCGA, or EGA 
graphics; hard drive 
recommended; supports 
Roland and AdLib sound 
cards; mouse recom- 
mended. 








Dive down an island canyon as blasts buffet your bi- 
plane and you head toward your landing strip —a speeding 
train! Trade your stunt pilot's stick for a megaphone and 
direct the action from the ground, a 
~ moving vehicle, even the air. Edit the 
aAHH explosive footage you've filmed with 
the thunder of sound effects, music 
• and voice-over' in the post-production 

Do it all. 

Fly. Film. Edit. Or just watch it all un- L. fgp 
fold. It's up to you. 

Stunt Island is a flying and film- 
making paradise. With more than 4; 
dynamically-correct aircraft, 30 diverse 
shot locations, 1,000 pre-built props 
and eight cameras at your disposal. All made graphically 
real through advanced Gouraud shading in 256-color VGA. 
^ All at your command. 


TO ORDER: Visit your 
software retailer or call 
1 - 800 - 688 - 1520 . 


Published by Walt Disney Computer Software, Inc. 
500 S. Buena Vista St., Burbank, CA 91521-6385 
For IBM and 100% compatibles 
Actual VGA screen shots 
* Sound Blaster card and microphone required. 
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INTERNATIONAL 
SPORTS CHALLENGE 


RUSS CECCOLA 
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The polygon graphics in the cycling events make for 
smooth game play, a must in this fast-paced event. 


l t was only a few years ago 
that Epyx was in full swing 
with its popular multi-event 
titles, from World Games to 
California Games. Prompted by 
Epyx's success, many competi- 
tors rushed to market with 
sports games of their own — 
some very good, others pretty 
poor. 

Now, in the aftermath of 
the Barcelona '92 Olympics, 
we're seeing something of a 
resurgence PC sports titles. At 
first glance. Empire Sim- 
ulation's International Sports 
Challenge (JSC) looked like an- 
other Epyx-style spinoff that 
players didn't need. Instead, 
ISC will hold its own long after 
Barcelona '92 with interesting 
events never before presented 
on the PC, and an overall qual- 
ity and sense of fun missing 
from many of the competitors' 
products. 


ISC offers six events: div- 
ing, shooting, show jumping, 
cycling, swimming, and the 
marathon. Each of the events 
requires a good joystick and 
nimble fingers (though it's 
better to use the mouse for the 
shooting events). You can link 
the games into one six-event 
challenge or practice one event 
by itself. ISC supports up to 
four players, and I strongly 
suggest human competition — 


it's more fun than 
solo play because 
after executing a 
great dive or an 
outstanding display 
of marksmanship 
you have the added 
reward of the look 
of dismay on the 
other players' faces. 

Still, the events are 
absorbing even if you're play- 
ing alone. 

Diving is the most ambi- 
tious event of the package. To 
perform a dive, you use the 
joystick to move a dot around 
an outer circle, trying to follow 
a guiding dot in an inner circle. 
Follow it closely, and the com- 
puter will execute the tucks, 
spins, and flips. You play from 
a side-view while diving, 
swimming, and running the 
marathon, while the other 
events are shown from a first- 
person per- 
s p e c t i v e . 
Swimming 
and the mara- 
thon are joy- 
stick-inten- 
sive events, as 
you move the 
stick back and 
forth in a 
rhythmic mo- 
tion. Cycling 
and show 
jumping use a 
similar first- 
person per- 
spective, with 
a rider's view 
from atop the cycle or horse. 
The tight angles and numer- 
ous obstacles in showjumping 
give you an appreciation of this 
demanding event, while cy- 
cling is more of an endurance 
event, with the main goal just 
to keep the cyclist moving and 
on the course. 

Each of the six events has 
sub-options (board heights in 
diving, courses for show 
jumping, etc.), giving the game 


a wider variety of play. You 
can put them together in any 
combination, leaving out those 
events that you just don't en- 
joy or can't master. 

Graphics and sound ef- 
fects in ISC are quite good. The 
graphics are most impressive 
in the events with a first-per- 
son perspective, but the detail 
is consistent throughout the 
game. The movement of the 
horse's head in show jumping 
makes you feel like you're re- 
ally there. (Show jumping and 
cycling use polygon graphics 
for backgrounds, but all other 
scenes are bitmapped.) Sound 
effects and music serve as in- 
troductions to events and re- 
wards for good performance. 

ISC is a nice surprise. The 
events have something for ev- 
eryone and they're lots of fun. 
A thoughtful touch is Empire's 
inclusion of cycling, one of the 
newest Olympic sports. As a 
bonus, the documentation ex- 
plores the history of each com- 
petition, and describes the 
rules and strategy for success 
in the real-life counterparts to 
the events. International Sports 
Challenge is a great choice for 
group play, and it's satisfying 
enough to work for solo gamers 
as well. 

EP 


Hardware requirements: 
640K RAM; VGA or MCGA 
graphics; hard drive recom- 
mended; supports all major 
sound cards; mouse and 
joystick recommended. 



Diving is the most ambitious event in International Sports 
Challenge. A dot on an inner ring of concentric circles 
indicates the direction to move the joystick. 


The first continuous-movement, 
3D-dungeon, action fantasy! 




Visit your favorite 
software retailer or call 
1 - 800 - 999-4939 
for MC/VISA. 


© Copyright 1992 ORIGIN Systems, Inc. 
Ultima is a registered trademark of Richard 
Garriott. Underworld and the distinctive 
ORIGIN logo are trademarks of ORIGIN 
Systems, Inc. We create worlds is a regis- 
tered trademark of ORIGIN Systems, Inc. 


It's a proven hit! 

“ Ultima Underworld is the premier 
dungeon game ever made, period. 

Excellent, without equal. ” 

(Computer Game Review) 

“The dirt looks dirty and the marble is 
cold and hard to the touch. Realism is the 
keynote to this dungeon. Underworld 
appeals to gamers who want an extra 
dose of virtual reality and who relish the 
exploration of a new, magical universe. ” 

(PCGames) 

“Tiptoes right along the edge of virtual reality. 

Get a taste of what the future has to offer. ” 

(Atlanta Constitution) 

“The 3D perspective lends an element of virtual reality not 
seen in other first-person adventures. A rich texture of 
character and story detail combine to keep a determined adven- 
turer involved for hours. ” 

(Los Angeles Times) 

“This is the nearest anyone anyone could get to going down a 
medieval dungeon without wearing a cast-iron codpiece and 
doing it for real. A masterpiece. ” 

( England’s Ace Magazine) 


Now available on all popular MS-DOS disk formats including CD-ROM! 










ULTIMATE CHALLENGE GOLF 





Ultimate Chal- 
lenge Golf will 
let you know 
when you've 
ventured be- 
yond the realm 
of safety in 
terms of club 
selection. If the 
riskis moderate, 
the warning 
will appear in 
yellow. If se- 
vere, the warn- 
ing will be red. 


f someone were to tell you 
that they'd been working on a 
software package for more 
than a decade, your expecta- 
tions would swell, wouldn't 
they? Friendly Software 
claims its product. Ultimate 
Challenge Golf, required 15 
years of development and un- 
derwent 75 formal revisions. 

Maybe they should have 
gone for 16 years and a 76th 
version. 

The game does boast a few 
selling points, but the hype in 
the game manual sets stan- 
dards no software package 
could hope to attain. Billed by 
its developers as "the world's 
finest and most thoroughly 
advanced computer golf 
simulation," Ultimate Challenge 
Golf has "accomplished what 
no previous computer simula- 
tion has done" before, accord- 
ing to its overly bold instruc- 
tion manual. 

To owners of Links 386 Pro, 
the golf package generally ac- 
cepted as the "world's finest," 
Ultimate Golf Challenge's bra- 
vado should come as quite a 
surprise. Granted, it is a solid 
presenta- 
tion on the 
elements 
of course 
manage- 
ment. But 
in terms of 
realism, 
playabil- 
ity, and 
graphic brilliance. Links 386 
Pro's reign as top golf simula- 
tion appears more than safe 
for quite some time. 

Once you wade past the 
manual's self-adulation and 
tales of superhuman develop- 
ment efforts, there's certainly 
merit to be found. For one 
thing. Ultimate Challenge Golf 
is a fine teaching tool regard- 
ing almost every decision re- 
quired of a golfer. 

Once you input your 



BRIAN CARROLL 



To experiment with your real-world 
golf game, evaluate yourself in the 
eight dimensions listed. 

own perceived tendencies, 
strengths, and weaknesses — 
including fading or drawing, 
underhitting or overhitting — 
the game will tax your acumen 
in accounting for the multi- 
plicity of influences that affect 
each and every golf shot. Wind, 
temperature, precipitation, 
course condition, club selec- 
tion, spin, power, course speed, 
terrain, lie, and breaks all affect 
your shots in realistic fashion. 

In addition. Ultimate 
Challenge Golf helps you ana- 
lyze the different aspects of 
your game. Using the graphic 
demonstration of your game 
in action, you can figure out 
how to emphasize the 
strengths while compensating 
for the weak points. For in- 
stance, let's say you consis- 
tently hook your drives and 
long irons, but are very strong 
when it comes to long irons, 
chipping, and putting. Also, 
let's say you put a topspin on 
the ball when you'd rather be 
applying a backspin for bite on 
the greens. The set-up process 
would also take this into account. 

Ultimate Challenge Golf 
takes this customized infor- 
mation and uses it to simulate 
your shot-making on one of 
the two courses available 
(neither of which are actual 
courses). By illustrating your 
golf game, the program lets 
you experiment without ex- 
pending all of the time, money, 
and patience required out there 
on a real course. A controlled 
experiment such as this has its 
real-world limitations, of 
course, but it is a great way to 
experiment with new tech- 
niques. 

So what would a 1 6th year 


of development yield, and 
what should be included in the 
76th version? Better graphics, 
for starters, along with the 
addition of an ingredient 
necessary for an entertaining 
round of PC linksmanship — 
interaction. Ultimate Challenge 
Golf doesn't give you the 
chance to actually play a round. 

The manual tries to pre- 
empt this criticism by saying, 
"We don't believe that a finger 
can accurately simulate a golf 
swing." There is no swing 
meter or power gauge, no taps 
of the space bar, joystick, or 
mouse buttons. You simply 
feed in the required data before 
each shot and then watch the 
computer execute it, thereby 
effectively reducing your role 
to that of a glorified caddy. 

While it may be true that 
pressing a mouse button can- 
not simulate an actual golf 
swing, it sure beats simply 
watching. After all, golf is a 
game of concentration, focus, 
and yes, hand-eye coordina- 
tion. The interactive element 
of most golf packages includes 
all those elements, at least to 
some degree. But in Ultimate 
Challenge Golf, you simply 
choose a club and determine 
shot direction — that's it. 

As for graphics. Ultimate 
Challenge Golf is surprisingly 
primitive, especially consider- 
ing the brilliant color and in- 
credible detail that's possible 
these days. It's difficult to do 
very much with a 16-color 
palette at a resolution of 
320x200, but it doesn't bode 
well for a 1992 release when 
the first thing that comes to 
mind when viewing it is the 
old arcade game Birdie King. 

Ultimate Challenge Golf 
does several things well, but 
offering an interactive gaming 
challenge isn't one of them. 

EP 


Hardware requirements: 
640K minimum memory; 
VGA or EGA graphics. 




it's more mercenary than your 
lawyer, shrewder than your accoun- 
tant, greedier than the IRS and 
tougher than your granny. Get 
ready for the most challenging 
game of Monopoly® you've ever 
played with MONOPOLY® DELUXE. 

Combining 90's technical know- 
how with plenty of good old- 
fashioned fun, the bestselling board 
game of all time is back and 
better than ever with completely 




revamped levels of difficulty and 
greatly enhanced graphics for your 
computer! You'll get more deluxe 


for your bucks with dazzling anima- 
tion of all ten official tokens, easy- 
as-pie interface, a game activity log 


that keeps track of all previous 
moves and the ability to play by 
traditional or custom-designed rules. 

Enjoy the thrill and excitement of 
wheeling and dealing as you 
amass, or reluctantly part with, 
great fortunes buying and selling 
railroads, utilities and properties of 
all types. This game's a must for 
the library of any TRUE gamer or 
future real 
estate tycoon! 


L^P^RKER 

BROTHERS 


MONOPOLY® DELUXE with the ultimate easy-to-use point-ond -click interface will be available this fall in PC and WINDOWS ,M versions. 

WINDOWS ,M version features all of the DELUXE features listed above plus the added bonus of easier-to-use point-and-dick interface. 

For more information, pricing and orders, please call 800-VRG-IN07. VISA, MASTERCARD, AMERICAN EXPRESS and checks occepted. 

MONOPOLY® and RICH UNCLE® design are registered trademarks of Tonko Corporation. Rich Unde© 1936, 1992 Porker Brothers. All rights reserved. Monopoly© 1935, 1992 Porker Brothers, lx, a division of Tonka Corporation. 
All rights reserved. Licensed to Virgin Games, lx ©1992 Virgin Games, lx Virgin is o registered trademark of Virgin Enterprises, Lid. WINDOWS'" is a trademark of Microsoft Corporation. 



R eturn your authorized version of the original Monopoly « computer game to a 
participating dealer and receive $1 0 off your purchase of Monopoly « Deluxe! 
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CYBER EMPIRES 



WILLIAM R. TROTTER 
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In the Strategy 
campaign, this is 
what you see 
instead of an 
animated battle 
sequence. 


his expand-and-conquer 
game from SSI pits the player 
against up to four human or 
computer-controlled oppo- 
nents for the domination of 
the giant planet of Orion. 
Armies are composed of self- 
propelled cyborgs equipped 
with various types of arma- 
ment and protection. 

Each side starts out with a 
certain amount of funds. In 
order to claim control over a 
country, you must first occupy 
it, then purchase a capital; in 
order to manufacture cyborgs, 
you must purchase a factory. 
The larger and more produc- 
tive a factory is, the greater its 
cost. Your income depends on 
how many cities and provinces 
you control (i.e., occupy with 
your capitals). Small factories 
can produce more cyborgs, 
and produce them more 
cheaply, through the use of 
enhancements — very expen- 
sive, but worth their cost in 
terms of long-range strategy. 

There are three types of 
game to choose from. In the 
Strategy Campaign, you're 
concerned solely with making 
and maneuvering your cyborg 
armies — actual combat is re- 
solved by the computer. Taken 
by itself, this strategic game is 
actually quite enjoyable up to 
the point of combat, but it then 
fails to deliver the goods. In 
this mode, all combat takes 
place literally 
behind closed 
doors, with a 
great armored 
panel covering 
the screen. You 
see the results 
of the battle sta- 
tistically, but the 
lack of animated battle se- 
quences is enough to leave you 
feeling cheated. 

In the Complete Cam- 
paign mode, however, you ac- 
tually take control of cyborg 
units and lead them into battle. 
The animated cyborgs are 



The animated cyborgs are varied and delightful. 


adorably cute, and the various 
missile and ray-gun effects are 
just dandy. But these battles 
are presented by means of a 
close-up split-screen view 
which lets you see only a few 
square meters of terrain at a 
time, making it very hard to 
deploy your cyborgs so the 
terrain works in their favor. 
Moreover, the battles take 
place at such a breakneck pace 
(at least on my 386/ 40) that it's 
almost impossible to plan co- 
herent tactics against the ad- 
versary. 

There is probably no alter- 
native to the split-screen for- 
mat when the battles are fought 
between two human oppo- 
nents, but a single panoramic 
view of the battlefield would 
greatly have improved game- 
play in the human-vs.-com- 
puter mode. 

You can also fight indi- 
vidual duels, in the Tactical 
Battle mode — very good for 
honing your skills and perfect- 
ing tactics. While the bigger 
and more expensive cyborgs 
are impressive, they are also 
ponderously slow and can of- 
ten be destroyed by faster, 
lighter machines. 

Unfortunately, the single 
player must again cope with a 
split-screen view, and about 
the only good thing we can say 
about it is that you get used to 


it in time. Still, it remained 
slightly obnoxious no matter 
how many games we played. 


Cyber Empires has the potential to 
be a good strategy game, if only the 
designers would let us see the battles 
take place. 

Other players may not 
mind so much. Certainly Cyber 
Empires offers plenty of action 
and firepower, in its arcade 
modes. The strategic game, 
too, is pretty good in and of 
itself, but the lack of on-screen 
combat resolution is a serious 
handicap. 

GP 


Hardware requirements: 
640K RAM; VGA graphics; 
supports AdLib and Sound 
Blaster sound cards; sup- 
ports mouse and joystick. 







'/Me strangest things happen in fairy tales— but nothing so strange as 
1 1 the experiences you will encounter in your travels as Cornelius the Elf. 
\J/Your true love, Elisa, has been Abducted by Necrilous the Not Very 
Nice, and imprisoned in his dark and formidable castle. To reach her, you 
must traverse enchanted woods, underground mines, jungle swamps and 
snowcapped peaks, where bizarre, villainous creatures and devious puzzles 
will test your mettle every step of the way! / 




Screen shols shown are from the 
Amiga version of the game. 
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AIR FORCE COMMANDER 



JEFF SEIKEIM 


| he Persian Gulf War was 
arguably the first war decided 
by air power alone. As if to 
emphasize the point, here 
comes Air Force Commander 
(AFC), a strategic-level simu- 
lation of aerial warfare in the 
modern Middle East. In AFC, 
the armies on the ground cease 
to exist; instead, conflicts 
among nations are treated as 
something for their air forces 
to resolve. 

The game is published by 
Impressions, a U.K. -based 
publisher with a new U.S. of- 
fice. While many of their ear- 
lier import titles were lacking 
in quality, AFC marks a fresh 
beginning for Impressions. It's 
the flagship release in a new 
and wide-ranging line of strat- 
egy games under development 
at the company's new Con- 
necticut office. As the first title 
out of the chute, AFC bodes 
well for future Impressions 
releases. 

Among other things, AFC 
puts to rest any lingering no- 
tions that war games are in- 
herently plodding, lifeless af- 
fairs. Game play takes place in 
real time, racing along at a 
fairly blistering pace. Because 
almost all of the 14 scenarios 
take place within a very con- 
fined geographical area, flight 
times between base and target 
are usually brief. In most 
games, you can expect the first 
wave of enemy bombers to 
come roaring into your air 
space within 15 seconds of the 
start. From there, the tempo 
only accelerates. AFC is an in- 



A Soviet-built strike plane makes a 
bombing run against a civilian 
installation outside of Jerusalem. 


tense game, one that keeps you 
busy thinking, planning, act- 
ing, and reacting. 

Fortunately, the point- 
and-click interface enables you 
to toggle quickly between the 
game's many different screens. 
Most of the game is played 
from the radar map, which dis- 
plays the location of friendly 
and enemy aircraft, as well as 
ground installations. The bot- 
tom of the screen contains the 
aircraft data display; clicking 
on this brings you to the mis- 
sion screen, where you can as- 
sign orders to individual 
squadrons. 

The more familiar you 
become with the game envi- 
ronment, the more impressed 
you'll be by its sensible con- 
struction. However, even the 
excellent interface can't save 
the largest scenarios from be- 
coming unwieldy. Part of the 
problem stems from the lack of 
any screen providing you with 
a complete order of battle for 
the scenario you're playing. 
The absence of place names or 
any other kinds of identifying 
labels on the radar map adds 
to the difficulties. In the heat of 
battle, it's all too easy to wind 
up completely disoriented, es- 
pecially when you're trying to 
coordinate the actions of 60 
squadrons stationed at a dozen 
airbases scattered across four 
countries. 

Other than this. Air Force 
Commander provides little to 
complain about and a lot to 
applaud. Play tends to be fast 
and furious, as both sides in a 
scenario must mount aggres- 
sive campaigns in order to win. 
This often leads to a situation 
akin to a boxing match in which 
the two fighters simulta- 
neously try for a knockout 
blow. But victory is not a mat- 
ter of outslugging the enemy. 
Careful planning and execu- 
tion are required if you hope to 
do more than trade punches in 



The communications screen supplies 
a running update on the progress of 
the war and the overall prospects for 
victory. 

a ruinous war of attrition. 

Despite its overenthusias- 
tic claim to being a "sophisti- 
cated simulation," AFC is not a 
hardcore war game along the 
lines of Harpoon or Carrier 
Strike. Realism and accuracy 
take a decided backseat to play- 
ability and abstraction in this 
product. Perhaps the most jar- 
ring example of how AFC fa- 
vors simplicity over authen- 
ticity is the fact that the game 
system permits only one plane 
from a squadron to be airborne 
at any given time. 

But even if some of the 
specifics in Air Force Com- 
mander fly in the face of reality, 
the game gets things right in a 
general sense. Thus, after a few 
sessions with AFC, you'll ad- 
mire the deadliness of the F-16 
Falcon, appreciate the versa- 
tility of multi-purpose aircraft 
like the F-15, and understand 
the overarching importance of 
radar in aerial warfare. 

Give Impressions credit 
for Air Force Commander. The 
game demonstrates not only 
Impressions' willingness to 
tackle topics outside the 
wargaming mainstream, but 
also its ability to do so in enter- 
taining and provocative style, 
"easy" mode. 
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Hardware requirements: 
640 K RAM; VGA graphics; 
supports AdLib and Sound 
Blaster sound cards; mouse 
recommended. 
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PC NEWS 



TANDY MAKES SPLASH IN CONSUMER MARKET 



The Sensation 


mmm 

andy Corporation, owner 
of the Radio Shack chain of 
electronics stores, announced 
new products that put the 
company in the front ranks of 
hardware manufacturers pro- 
ducing multimedia and CD- 
ROM systems. 

In late August, Tandy an- 
nounced The Sensation, a 25- 
MHz 486 multimedia PC sys- 
tem aimed at the 
home and class- 
room user. The 
hardware in- 
cludes 4 meg- 
abytes of RAM, a 
3.5-inch 1.44 MB 
floppy drive, a 
107-megabyte 
IDE hard disk, 
Tandy's propri- 
etary Multime- 
dia Palette chip 
(with 16-million 
color display ca- 
pability), a CD- 



Video Information System (VIS) 


ROM drive with 375- 
ms average access 
time, digital stereo 
sound, as well as a 
voice-mail system 
and fax/modem 
(2400 bps). The Sen- 
sation comes bun- 
dled with MS-DOS 
5.0, Windows 3.1, 

Microsoft Works for 
Windows (multi- 
media version), Mi- 
crosoft Bookshelf for 
Windows, and several tele- 
communications programs for 
popular online services. The 
unit has a suggested retail price 
of $1,995.00. 

Shortly after The Sen- 
sation's introduction, Tandy 
unveiled its Video Information 
System (VIS), a stand-alone CD- 
based video system that plugs 
into TV sets and stereo units, 
and is operated by a wireless 
remote control. The new VIS 


format has enlisted the software 
support of more than 50 enter- 
tainment and educational soft- 
ware publishers. VIS players 
are available in units sold by 
Tandy (under the Memorex 
name) and Zenith, while other 
well-known hardware manu- 
facturers are reportedly about 
to sign on. The unit ships with 
Compton's Multimedia Ency- 
clopedia, and has a suggested 
retail price of $700.00. 


icroProse has 
purchased Paragon Software, a 
veteran computer game pub- 
lishing company, located in 
Greensburg, Pennsyslvania. 
MicroProse, based in Hunt 
Valley, Maryland, has been 
marketing and distributing 
Paragon's products since 1988, 
and now intends to make 
Paragon its first satellite de- 
velopment group. The acquisi- 
tion gives MicroProse an entree 
into the CD-ROM market 
(Paragon's Mantis is due out 
shortly on CD-ROM), and a 
broader base in the fantasy role- 
playing category. Also, Micro- 
Prose plans to add Paragon's 
titles to its European sales and 
distribution channels. 

As of October 1, Micro- 
Prose has a 900 hint-line service. 
Users can access the line at any 
hour or day by calling 1 -900- 
933-PLAY. The new service lets 
the caller choose from six game 


MOVING AND SHAKING 

categories — strategy, role 
playing, animated graphic ad- 
venture, simulation, Nintendo, 
and sports. All 1992 MicroProse 
titles plus a number of its more 
popular older titles, such as 
Railroad Tycoon, are supported 
by the hint line. The cost of the 
service is 95 cents per minute. 

Veteran educational soft- 
ware publisher Davidson & 
Associates announced Law- 
rence Productions as the new- 
est member of its af filiated-label 
program. Lawrence Produc- 
tions has published several 
high-quality award-winning 
titles in recent years, including 
the McGee series, Katie's Farm, 
and Nigel's World. Davidson 
will market and distribute all 
Lawrence Productions titles. 

As a result of its new alli- 
ance with Krisalis Software of 
England, MicroLeague Sports 
has a new name: MicroLeague 
Interactive Software. In an ef- 


fort to expand beyond its tra- 
ditional sports-only lineup, 
MicroLeague will soon be re- 
leasing two new Krisalis titles 
in the U.S.: Laser Squad, a five- 
mission strategy game in 
which the player acts as a 
commando unit leader, and 
Safe Cracker, a puzzle game 
originally titled Revelation in 
the European market, where 
it sold very well. As part of the 
agreement between the com- 
panies, Krisalis will be dis- 
tributing and selling Micro- 
League products in Europe. 

Electronic Arts has 
signed six CD-ROM publish- 
ers to its affiliated-label pro- 
gram. Upcoming CD-ROM 
titles from Ebook, Humon- 
gous Entertainment, ICOM 
Simulations, NovaLogic, Pop 
Rocket, and Zelos! will be 
channeled through Electronic 
Arts Distribution. 
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ELECTRONIC ARTS 
BUYS ORIGIN 

n one of the computer 
game industry's biggest 
surprise moves of the year. 
Electronic Arts purchased 
Origin Systems. In early 
September, Electronic Arts, 
based in San Mateo, Califor- 
nia, exchanged approxi- 
mately 1.3 million shares for 
all outstanding securities of 
Origin. The value of the deal 
is estimated to be about $35 
million. 

Origin will maintain its 
own corporate identity and 
its Austin, Texas, headquar- 
ters, and will operate as a 
wholly owned subsidiary of 
Electronic Arts. 

Origin's founders, 
Robert and Richard Garriott, 
will continue in their posi- 
tions as president and CEO, 
and senior vice-president 
and creative director, re- 
spectively. Also, the broth- 
ers have new corporate titles 
under Electronic Arts — 
Robert Garriott is a vice- 
president, and Richard is an 
executive producer. 

Representatives from 
both companies, two of the 
strongest in the industry, 
seem pleased with the new 
alliance in terms of long- 
term strategies that no doubt 
involve Origin's proprietary 
development technologies, 
EA's distribution strength, 
and a mutual interest in the 
young CD software market. 


WINTER CES: NEW 
FACES 

he 1993 Winter Con- 
sumer Electronics Show, to be 
held in Las Vegas, Nevada, 
January 7-10, announced that 
Apple Computer and Motor- 
ola will exhibit for the first time 
in the show's 25-year history. 
Companies returning to CES 
after an absence of several 
years include Sony, Yamaha, 
RCA, and Mitsubishi. 


ON THE HORIZON 

LucasArts upcoming game, X- 
Wing, promises to introduce 
several new software technolo- 
gies when it debuts in the weeks 
ahead. The game is based on 
the Star Wars movies and fea- 
tures space battles between the 
Rebel Alliance and the Empire. 
Co-developed 



bat action, strategy, and vary- 
ing modes of difficulty. The 3- 
D flight engine for the game is 
an integration of polygon and 
bitmap technologies, combined 
to render a high level of detail 
and special lighting effects. 

A new proprietary story 
engine, dubbed Landru by 
LucasArts, was developed by 
Edward Kilham, X- Wing's 
other co-developer. The story- 
line is nonlinear. Digitized 
speech and sound effects from 
the Star Wars films are used in 
the game. LucasArts plans to 
include with the X-Wing pack- 
age a special 96-page compan- 
ion book that includes key 
technical information that will 
help users. Also in the works 
are at least two Space Combat 
Tour supplementary disks, 
scheduled for release shortly 
after X-Wing ships. 


DON’T WASTE 
YOUR 

SOUND CARD 
ON INFERIOR 
SPEAKERS. 



Everyone knows computer speak- 
ers are somewhat less than high-tech. 
And your clock radio sounds better 
than most add-on speakers. 

So get the new Powered Partner® 
42 speakers from AR® 

They're the highest fidelity speak- 
ers you can get with built-in amps 
under $200. 

The superior sound you’ll get out 
of your computer will be worthy of the 
sound card you invested in. Especially 
for MIDI applications. 


AR is the onl y s peaker com pany to be 
named a 1992 WINDOWS 100 WINNER 
by "Windows" Computer Magazine. 


Powered Partner 42 Specifications 

• Compact, powered near-field speaker system 

• Full magnetic shielding for data safety and 
no screen interference 

• Volume and tone controls for custom sound 
preference 

• Dual high-efficiency drivers 

• High power, high-efficiency amplifiers with 
onboard active response shaping 

• Acoustically inert, molded enclosure 

• Available in computer gray 

• External power supply (110V or 230V) 

• Omnimount™ compatible 

For a dealer near you, 
call 1-800-969-AR4U. 

In Canada, call Precor at 1-800-268-1172. 



Superior Sound Simplified 

© 1992 Acoustic Research, a division of IJI. 
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Accolade has recently re- 
leased the first add-on disk for 
Jack Nicklaus Golf & Course De- 
sign: Signature Edition. Featur- 
ing two courses — The Links of 
Muirfield in Scotland (site of 
the recent British Open) and 
Muirfield Village Golf Club in 
Ohio (site of Nicklaus' annual 
Memorial Tournament) — Jack 
Nicklaus Signature Tour Volume 
1 carries a suggested retail price 
of $24.95. 

New add-on disks for 
Hardball III are now available 
from Accolade. The Hardball III 
MLBPA Players Disk features 
digitized color photos of real 
major league players as well as 
their stats through mid-season 
1992. The Big League Ballpark 
Disk offers the remaining 18 
major league stadiums (8 parks 
were included with Hardball III ) 
as well as additional season 
schedules, including games for 
the two expansion teams. Each 
add-on disk has a suggested 
retail price of $24.95. 



Accolade's MLBPA Disk lets 
gamers add 650 real major- 
league players to Hardball III. 


Harpoon fans will be interested 
in Three-Sixty's early fall re- 
lease of the Harpoon Designers' 
Series. This add-on disk offers 
up to 12 new scenarios for each 
of the four separately available 
BattleSets. Reflecting recent 
changes in world geopolitics, 
the Designers' Series disk also 
includes a variety of new air- 
craft, ships, and submarines, as 
well as other enhancements. 



Patriot boasts highly detailed Super VGA graphics. 


Three-Sixty is also plan- 
ning a mid-November release 
date for Patriot, a land-based 
war game featuring 20 sce- 
narios (one in the Persion Gulf) 
which was developed in con- 
junction with the Game Desig- 
ner's Workshop. 

Look for Caesar from Im- 
pressions in early January. In 
this historical strategy game, 
the player starts as a low-rank- 


ing province ruler with a piece 
of scrubland on which he must 
build a city populated by fo- 
rums, baths, houses, factories, 
coliseums, etc. If the player 
demonstrates sufficient ability, 
he is promoted to overseeing 
new lands and facing much 
greater challenges. The ultimate 


goal is to rise through the ranks 
to Caesar. A separately pur- 
chased Cohort 2 disk offers 
battles between the Roman le- 
gion and barbarian hordes. 
Caesar is expected to retail at 
$59.95. 

ASCIIware's Dominus, a 
hybrid game combining FRP, 
action, war, and strategy ele- 
ments, is due out in early 1993. 
In Dominus, the player, as ruler 


of a kingdom under siege, must 
build an army by creating cus- 
tom warriors from ghouls, 
monsters, and other creatures. 
Through muscle, sword, magic, 
healing, and so on, the player 
must defend against blood- 
thirsty invaders. Suggested re- 
tail price is $59.95. 



A variety of game genres are combined in Dominus. 
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NovaLogic, a California- 
based company that produces 
technologically ambitious 
game titles, is close to comple- 
tion on Comanche: Maximum 
Overkill. This helicopter com- 
bat simulation (based on the 
Boeing Sikorsky Comanche 
RAH-66 Attack Helicopter) 
employs several proprietary 3- 
D and graphics technologies to 
achieve fluid play and fast 
frame rates. Comanche is de- 
signed for play on faster ma- 
chines (no slower than a 16- 
MHz 386), and really shines on 
486 computers. If the game 
looks and plays like the demo 
we saw, watch out — Comanche 
could be an exciting jolt for- 
ward in the simulation cat- 
egory. 



Look for a sur- 
prise title this fall from 
Spectrum HoloByte. 
National Lampoon's 
Chessmeister 5 Billion 
and One is a spoof of 
several of the popular 
chess titles on the mar- 
ket, although it's a fully 
functional, multilevel 
chess game. Spectrum 
tells us that Lampoon's 
editors are involved in 
the game's design, and 
that a great deal of 
work is going into the 
game's graphics, which include 
rotoscoped video images. 

By early spring. Spectrum 
plans to release a air-combat 
sim based on the English two- 
seater Tornado fighter plane. 


They've signed an exclusive 
distribution agreement with the 
developer, U.K.-based Digital 
Integration, for U.S. rights to 
the game. 


Comanche boasts 
optimal use of 386/ 
486 processors — and 
promises a one-min- 
ute learning curve. 


The KING'S QUEST® games and Sierra 
On-Line, Inc. are not connected or 
related in any way to THE LEGEND OF 
KYRANDIA game, Virgin Games, Inc., 
or Westwood Studios, Inc. 

© 
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Accolade 

5300 Stevens Creek Blvd. 
San Jose, CA 95129 

Activision 

11440 San Vicente Dr. 
Suite 300 

Los Angeles, CA 90049 

ASCIIWare 

366 A Lakeside Dr. 

Foster City, CA 94404 

Broderbund 

P.O. Box 6121 
Novato, CA 94948-6121 

Buena Vista 

3800 W. Alameda Avenue 
20th Floor 
Burbank, CA 91521 

Davidson & Associates 

3135 Kashiwa St. 
Torrance, CA 90505 

Disney Software 

3800 W. Alameda Avenue 
20th Floor 
Burbank, CA 91521 

Electronic Arts 

1450 Fashion Island Blvd. 

San Mateo, CA 94404 


Empire Software 
(ReadySoft) 

30 Wertheim Ct. 
Richmond Hill, ON 
Canada L4B 1B9 

Friendly Software 

5955 Winslow Road 
Whitehouse, OH 43571 

IconWin Software 
Simulations 

3304 Yorba Linda Blvd. 
#408 

Fullerton, CA 92631 

Impressions 
7 Melrose Drive 
Farmington, CT 06032 

Interplay 

17922 Fitch Ave. 

Irvine, CA 92714 

Koei 

One Bay Plaza 
Suite 540 

1350 Bayshore Hwy. 
Burlingame, CA 94010 

The Learning Company 

6493 Kaiser Dr. 

Fremont, CA 94555 


LucasArts Entertainment 

P.O. Box 10307 

San Rafael, CA 94912 

MicroLeague Interactive 
Software 

2201 Drummond Plaza 
Newark, DE 19711 

MicroProse 
180 Lakefront Dr. 

Hunt Valley, MD 21030 

Micro Sports 
P.O. Box 1178 
Hixson, Tennessee 37343 

Mindcraft 
2291 205th St. 

Suite 201 

Torrance, CA 90501 

Origin 

110 Wild Basin Rd. 

Suite 330 
Austin, TX 78746 

Psygnosis 
29 St. Mary's Ct. 
Brookline, MA 02146 

Sierra On-Line 

P.O. Box 485 
Coarsegold, CA 93614 


Sir-Tech Software 

P.O. Box 245 
Charlestown Mall 
Odgensburg, NY 13669 

The Software Toolworks 

60 Leveroni Ct. 

Novato, CA 94949 

Spectrum HoloByte 

2490 Mariner Square Loop 
Alameda, CA 94501 

SSG 

1747 Orleans Court 
Walnut Creek, CA 94598 

SSI 

675 Almanor Ave. 

Suite 201 

Sunnyvale, CA 94086 

Taito 

390 Holbrook Dr. 
Wheeling, IL 60090 

Three-Sixty 

2105 S. Bascom Ave. 

Suite 380 

Campbell, CA 95008 

U.S. Gold 

650 S. Winchester Blvd. 
San Jose, CA 95128 

Villa Crespo Software 

1725 McGovern St. 
Highland Park, IL 80035 
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Game Program © 1992 
Ocean Software Limited. 
Hook ™ and © TriStar 
Pictures, Inc. All Rights 
Reserved. Hook™ and 
associated character names 
are trademarks of TriStar 
Pictures, Inc. Ocean is a 
registered trademark of 
Ocean Software Limited. 


Ocean of America, Inc. 1855 O'Toole Ave., Suite D-102 ; San Jose, CA 95131 


FOR THE AMIGA AND IBM PC 


1— J JL L >1 has now grown up. and is far 

away from Neverland, but his old enemy Captain 
Hook has not forgotten and schemes his revenge. 
Kidnapping Peter's children, he lures our hero w 
back to the Island of Pirates and Lost Boys for 
a final confrontation. With the help of 
Tinkerbell the faithful fairy, you take on the 
role of Peter in this magic adventure fraught 
with danger and excitement. 


Screens shown are from the Amiga version of 
the game. Amiga is a registered trademark of 
Commodore Electronics Ltd. 





The most playable 
computer role-playing 
game ever created... 



Puzzles have multiple solutions 
depending on your character type. 


Every decision molds your Hero... and 
shapes his destiny. 


Overcome obstacles with might , magic, 
and cunning. 


...IS 


also the most 
replayable . 


The key to this world is your wits. 

If your character survives, he may discover an unspeakable evil that lives at 
the very heart of fear and violence. To succeed, he must cut to the core of the 
mystery with his mind, not sort through a series of stats or slash through a 
thousand computer-generated monsters. 

This is the newest chapter in the series Compute magazine called “a 
breakthrough in adventure game design.” Play as different character 
types, approaching problems with different skills and solutions. Every 
decision you make Builds your Hero... and shapes his destiny. 

Play as a Fighter, play as a Magic User, play as a Thief. Each calling 
will lead your Hero down new roads of wonder, danger and excite- 
ment. 


Excellence in 
Adventure Gaming. 

% SIERRA* 

To get your copy now, call: 

1 ( 800 ) 326-6654 




